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THE ANIME & MANGA MAGAZINE 


The Izu Dancer by Kawabata Yasunari 
The Dancing Girl by Mori Ohgai 
Catalog #:CPM 1139 

52 minutes 


blending the art of animation with the timeless 
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Years ago, Iczer 1 defeated the evil forces of Big Gold saving the Earth from her monstrous army. 
But the battle was far from over; with Big Gold's offspring stil at large Iczer 1's job wes far from 
done. Now, Neos Gold, the sole survivor, and Iczer 1 face off. But when Neos Gold strikes before 
ezer 1 can regain her strength, the fate of the Earth falls on her sister, Izer 3, who is thrust into 
battle with some of the most bizarre adversaries in Toshihiro Hirano's Iczer 3, Volume 1. 


Acko dreams of her perfect man as she tries on an outrageous dress. While C-ko, a 
with Ako, is almost run over by K, a handsome motorcyclist, as she runs out of 

and into the street. A-ko, who is saving to buy the dress, waits on K while work 
local restaurant and it’s love at first sight! But B-ko also has her eye on K. When 
suitor invites her to a party, she knows exactly what to wear...or does she? 


Original japanese dialogue with Iczer3, Volume 1 
English subtitles. Unrated. Slight nudity 


Project A-ko 3: Cinderella Rhapsody | Original japanese dialogue 
Catalog #: USM 1092 | ENGUSHSUBTITLES | catalog #:USM 1103 with English subtitles, Unrated 
Suitable for most audiences, | Color. Stereo. 60 minutes. QS | color. Stereo. 50 minutes. Suitable for most audiences. 
Parental discretion advised. | Animated action comedy " Animated action comedy 


Suggested retail price 


Parental discretion advised. 
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HE HAR OF BURMA 


The Sear Sie Se 

= by Ishihara shintare RRS 

Ds stusent Days by Kame enn — 
‘The Grave of the Wild Chrysanthemum 


Ito Sachio 


Wandering Days by Fumiko Hayashi 
Growing Up by Higuchi Ichiyo 
M 
Original Japanese dialogue with English subtitles. Unrated, 


Catalog #:CPM 1141 * 78 minutes 
Suitable for most audiences, Parental discretion advised, 


—_—__________ COLLECTION #1 PREPALK: 
ncluding the works of Nobel Prize winning 


author Kawabata Yasunari and literary giant CATALOG #:CPM 1156 
Mori Ohgai, the Animated Classics of 


SINGLE TAPES 
Japanese Literature is a towering achievement, 


$29°° 


J lene io 1-800-833-7456 USMAM 
Suggested retail price 
literary classics of the Japanese tradition. veneers 


uggestes 250 West 57th Street, Suite 317 New York, NY 10107 
= Phone: 212-977-7456 Fax: 212-977-8709 
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PATUABOR 9 THE MOVIE ’ rer. 5 


VOICE OF THE FREEDOM FIGHTER 
w 


PROTOCULTURE ADDICTS #28. May/June 1994. The Anime & Manga magazine. Published bi- 
monthly by ANUS PUBLICATIONS INC., 5000 D'lberville Street, Suite #332, Montreal, Quebec, 
Canada H2H 2S6. Fax: (514) 523-8680. 


PROTOCULTURE ADDICTS is ©1994 by IANUS PUBLICATIONS. The copyrights and trademarks 
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edges the creators and copyrights holders of the materials mentioned or pictured herein, and does 
not seek to infringe on their rights. All rights to articles/artwork revert to their respective writers/ 
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of PROTOCULTURE ADDICTS. No part of this magazine can be reproduced without permission from 
the publisher, except for review purposes. 
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FLAMES, KIPLING 
AND THE INTERNET 


If you can keep your head when all abour you 
Are losing theirs and blaming it on you, 

If you can trust yourself when all men doubt you, 
But make allowance for their doubting too; 

If you can wait and not be tired by waiting, 

Or being lied about, don’t deal in lies, 

Or being hated don't give way to hating, 

And yet don't look too good, nor talk too wise; 


If you can dream — and not make dreams your master; 
If you can think — and nor make thoughts your aim; 

If you can meet with Triumph and Disaster 

And treat those two impostors just the same; 

If you can bear to hear the truth you've spoken 

Twisted by knaves to make a trap for fools, 

Or watch the things you gave your life to, broken, 

And stoop and build ‘em up with worn-out rools; 


If you can make one heap of all your winnings 
And tisk it on one turn of pitch-and-toss, 

And lose, and start again at your beginnings 
And never breathe a word about your loss; 

If you can force your heart and nerve and sinew 
To serve your turn long after they are gone, 
And so hold on when there is nothing in you 
Except the Will which says to them: “Hold on!” 


If you can talk with crowds and keep your virtue, 
Or walk with Kings — nor lose the commen ouch, 
If neither foes nor loving friends can hurt you, 

If all men count with you, but none too much; 

If you can fill the unforgiving minute 

With sixty seconds’ worth of distance run, 

Yours is the Earth and everything that's in it, 

And — which is more — you'll be a Man, my son! 


- Rudyard Kipling 


All of us from Protoculture Addicts wish to dedicate this editorial to all of 
the anime fandom on the Internet — ro those who flamed, to those who 
did nor and in particular to those who were flamed and showed enough 
wisdom not fo retaliate or bother with a response. To those last few 
especially, we bow in respect and apologize on behalf of a sometimes 
thankless industry. Keep up the good work our there. 
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CREDITS - COPYRIGHTS 


ANDRA 600 1089 Ai Cole. Sons Subtitied 
Eston tena by Streanine Petre). AMBASSADOR 

MAGMA(™& 1993 Tezuka Productions / PLEX. Exclusively 

ANIMATED CLASSICS OF 


Leumeta Nopon Aviation Co. Lit 
subtiied version & package ©1994 Central Park 
. ARCADIA OF Tirvouln(owesetyTesice, Ltd.and 
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GRISIS (© & ™ Artmic, Ltd. All Rights fated Comic by 
‘Adam Warren, published by Dark Horse Comics). CRUSHER 
POLICE! fe achrune Shi ‘St sanctuny} 
CRYING FREEMAN (1988, 1993 Toei Video Co., Ltd. Pack- 
"omit 3: How Studio, © Streamline Entreprises). DAGGER 

AML (1085 Han Kadokawe Fg, Ucensed to 
Aimetgo by Toni Comedy, Lic. Transition 
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We Paolo by Vie Gomis). AG VEDA oe 
See Ne ee 
English subtitles version & packaging ©1993 Centra} Park 
Media), ROBOTECH (©1985 Harmony Gold USA, Inc & 
Tatsunoko Production Co., Lid, All Rights Reserved 
ROBOTECH Saregstees agama omedandieesed 
Harmony Gold USA, Inc. The ROBOTECH novels are published 
by Batamin/Da Rey Books). STREET HGHTER (™8 ©1994 
Capcom ivative Com) 


Co., Lid. Original version: Deri ks ©. 
Tokurpa Shoten Intermedia 1993. US Version: Super 
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Park Media). 


Cover 
Bryant Velez & Ghisiain Barbe 
ILLUSTRATIONS 


Ghislain Barbe 
John Moscato 
Don Yee. 


Other illustrations from: 


mee) 85 (93-1): 7-8; 88 (93-4): 16-17; 91 
(93-7): 130; 94 (93-10); 134, 138; 97 (94-1): 
134-35. NELSON, Andrew. The Modern Read- 
er's Japanese-English Character Dictionary 
(Second Revised Edition). Charles E, Tuttle 
Co., 1991. pp. 1013-14. NEWTYPE 93-7: 29, 
84-85; 93-10: 8, 12-13, 139-45; 93-12: 4-9. 
SAKADE, Florence; EMORI, FRIEDRICH and. 
OHASHI. A Guide To Reading & Writing Japa- 
nese (Revised Edition). Charles E. Tuttle Co., 
1990, p. 102. 
All other illustrations cames from promotional 


‘artwork, cover art, or directly from the anima- 
tion. 


Lumivision is releasing a 3 X 3 EYES 
Laserdisc. Pai, the last of a mysterious 
race of immortals, seeks an ancient 
natural artifact which can change her 
into a tue human, Journeying from 
Tibet to Tokyo, the 300-year old “ado- 
lescent” is looking for Yakumo Fuji, so 
that he may be part of her quest. 
Contains both English and Japanese 
soudtracks. 120 min. approx. Subti- 
tled. Cat.# LVD 9382. $30.00 


Books Nippan is offering a 
DRAGONBALL Z HERO COLLECTION 
CARD set. This 156-card series is based 
upon the extremely popular Japa- 
nese Animated TV series. These cards 
feature original drawings, fan art, and 
animation cel reproductions, with Japa- 
nese text. 9 cards plus one sticker and 
one prism card per pack. They are also 
offering the SAILOR MOON HERO COL- 
LECTION CARD ser. Both for June. No 
price given. Berter reserved them at 
your local comics store or call Books 
Nippan, because those will probably 
sell very fast. 


PROTOCULTURE ADDICTS #29 will bring 
you the usual news & reviews plus a 
big spotlight on RECORD OF LODOSS 
WAR, Ir will complete the article be- 
gun in PROTOCULTURE ADDICTS #16. 
Also the magazine will be BIGGER 
starting with that issue: it will have 52 
pages and will remain at the same 
cover price! 
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Bandai is offering GUNDAM ACTION FIGURES ship, 1/144 scale, 
pre-painted and assembled, Each includes an assonment of 
, ond stands at least 4" tall: Contio M.S. #12 ($9.98), 
Javelin M.S. #13 ($9.98), V2 Gundam M.S. #14 (comes with an 
unassembled model of the core fighter — $15.48). They are 
‘offering also VITTORY GUNDAM MODEL KITS, each 1/144 scale 
model coming with a Gundam action scene to create an authentic 
‘anime diorama: Shaitan ZMS19S or V2 Gundam LM314V24 
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PROJECT A-KO, the most mediatized Japanese animation after AKIRA, now has lis own 
roleplaying game produced by lanus Publications. U.S. Mango Corps is releasing six video 
topes of PROJECT A-KO (they are released on Laser Disc), and a soundirack Compact Disc 
Malibu Comics released a 4-part comic book series. Media Vision will release a CD-ROM 
game this summer. Sofware Sculptors is producing a screen-saver for IBM & Macintosh 
computers. And now, PROTOCULTURE ADDICTS, The Anime & Menge Magazine, presents 
PROJECT A-KO, The Roleplaying Game. 


A dassic tale of schoolgirls, high explosives and alien 
invasion, PROJECT A-KO animation goes beyond known 
limits of plot and character developement. The RPG has 
the same characteristics: grear action, hilarious charac- 
ters and intriguing plotlines! This sourcebook ts offering 
the complete gome rules (using Dream Pod 9's new 
“Anime” Silhouette system), character occupations and 
skills, lors of background information, locations. and (of 
course) new adventures, The book also includes the 
‘exciting new ANIME FIGHTER™. combat card game that 
allows players fo fight as only A-ko or B4so.con. In special 
bonus, the book offers the PROJECT A-KO COLLECTOR 
CARDS series: 16 full-color cards with game information 
‘on the back. A must either for anime and gaming fans! 


PROJECT A-KO, THE ROLEPLAYING GAME by Janus Publi- 
cations, licensed by Central Parks Media, Inc. Written by 
Jimmy Mah. 142 pages. Full color cover. squarebound. 
Product # SA-O1. $23.95. Available in August from lanus 
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UN BALLO IN MASCHERA, Drogon Magazine Special, by Mursumi Inomato. A collection of 
luminous watercolors and illustrations from the ralented artist behind RG VEDA, 8" x 11", 120 
pgs. 


THE COCKPIT. This is Animation: The Select. Based upon THE COCKPIT — a stunning anime 
film about Captain Harlock’s ancestor. who was a Luftwaffe pilor bods in World War II 
Features a full-color “film story” (reproducing stills from the movie by Lelji Matsumoto), 
character and airplane design sketches, and a whole lot more. Also contains a sheet of 
airplane insigna decals—great for modellers! 8 x12, 114 pgs 


VICTORY GUNDAM VOL. 1, USO'S BATTLE. Newtype 100% Collection 21. Thislatest Newrype 
collection figures characterand mobile suit designs, full colorstills and scenes from the series, 


and much, much more! 9 x 12, 105 pas. 


DRAGON KNIGHT 
AD Vision, Cat.# VHSD-001, subtitled, 40 min., $34.95, avail. on 61-94. What 
do an enchanted sword, a dozen beautiful girls, and an instant camera all have 
in common? They're all objects of lust for the most wayward knight fo ever ser forth 
upon the road to high adventure! Our morally impaired hero must rescue the 
multiple damsels in distress imprisoned in an enchanted castle by an army of 
demons. Yea, the shining spirit of chivalry has never been so disgraced as by the 
Dragon Knightin his endless seach for gold and women... and yet, is it not possible 
to believe thar even this rogue, this pillar of impropriety, might still discover the 
true meaning of the word “love”, risking all his ill-gor gains to save the life of the 
one woman who has become his friend? The tale will be told in this adult 
computer game-turned animated feature, the Sex, Sword and Sorcery romp of 
the year... DRAGON KNIGHT! 


PLASTIC LITTLE 
THE ADVENTURES OF CAPTAIN TITA 


AD Vision, Car. # VHSPL-001, subtitled, 45 min., $34.95, avail. on 7-20-94; In the 
spirit of BATTLE ANGEL and SOL BIANCA, PLASTIC LITTLE abounds in graphic violence 
‘and ruthless villains. It is recommanded for a mature audience. On the beautiful 
planet Yietta, where the inhabitants make their living through tourism, the feeling 
of freedom hangs in the air — rhe planet is about to become an independent 
colony after years of paying its depts to the Federation. Tita, the 17-year-old 
tomboy captain of a ship that sells Yietta’s exoric life forms to the intergalactic pet 
store market, finds herself swept up in a military plorto deny Yierta its hard-earned 
independence. When Tita recues 16-year-old Alysse from a military faction, she 
doesn't quite expect the ensuing chaos — the military believes thar Alysse is in 
possession of a top secret computer code and will do anything to get her back. 
Forces mobilize in a desperate effort to retreive her, and Tita enters into a deadly 
game of cat and mouse with a motley crew of hited killers! 


PROJECT A-KO 3 
CINDERELLA RHAPSODY 


USMC, Cat.# USM 1103, subtitled, 50 min., $29.95, avail. on 5-4-94. A-ko dreams 
of her perfect man as she tries on an outragous dress. While C-ko, annoyed with A- 
ko, is almost run over by the handsome motorcyclist K as she runs out of the shop 
‘and into the street, A-ko, who is saving fo buy the dress, waits on K while working 
‘at a local restaurant and it's love ar first sight! Bur B-ko also has her eye on K. When 
A-ko's suitor invites her to a party, she knows exactly what fo wear... or does she? 


TOWARD THE TERRA 
The Right Stuf, Car.# RS9001, subtitled, 112 min., $29.95, avail. on 5-4-94. Inthe 
distant future, mankind has taken the planer Earth to the brink of destruction. 
Forced to evacuate Earth, the human race settles on the planer Atarakusha, some 
20,000 light years away. The society which emerges is governed with the notion 
thar anything which could destabilize the government should be ruthlessly 
suppressed in order to prevent the mistakes of the past from happening again. 
In this new society, the most destabilizing elements of all are the MU, an entirely 
new race of man possessed of incredible mental powers. The MU are aggressively 
sought our by government, and when they are found they mysteriously disap- 
pear. Bur all that is about ro change. The current leader of MU, realizing that his 
time is short, reaches out for a human who is yet unaware of the powers he holds, 
On the day thar is set for him to be integrated into society, he is taken from the 
great computers grasp and set down upon the road that will lead fo fantastic 
adventures... and ultimately to Terra! 
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| SPECIAL 
SUBTITLED 
EDITION | 


A.__K aaa 
Ls BACK! 


AKIRA isretuming on the market even stronger 
than before. Streamline Pictures has re-re- 
leased in March the video in three formats: 0 
subritled version, a full screen dubbed version 
and a dubbed letter-boxed version. Epic, o 
division of Marvel Comics, will release the (re- 
writren) final chaprers of the comicseriessome- 
time this year. In October, THQ will release the 
AKIRA video game in the Sega and Nintendo 
formats. AKIRA will also be shown on cable 
telelvision several times thissummer ond there 
Is also ralk about a Hollywood-produced live- 
ection film version. This will give AKIRA a never 
before seen media exposure for an anime. 


Add to this, Cornerstone Communications 
(publisher of AVENGERS, MONTHY PYTHON'S 
FLYING CIRCUS and DOCTOR WHO trading 
cards series) has signed a licensing agreement 
with Kodansha, Ltd for an AKIRA trading card 
set. A limited edition 10-card “Preview” set 
was released in April to promote the "Master 
Set”. aswell as Streamiline’s releases and THQ’s 
video game. It included 9 UV coated full- 
bleed cards and one prism card (none in- 
cluded im main ser), The “Master Set’, to be 
released in July, consists of 110 cards thor rell 
the story of the movie from an original 35mm 
print. The cards are high-quality UV-coated, full 
bleed formar. It will also include “Subsets” 
(chase sers"); Neo-Tolyo cityscapes, charac- 
ter profiles, Oromo’sstoryboard pencil sketches: 
‘and AKIRA am by Otomo (cover art for the 
books). 


ANIMEIGO NEWS 


AnimEigo mentioned in its March 
ANIMEGOSSIP that there are a lot of new 
licenses on the verge of being concluded. 
The new titles will be announced soon. In 
order not to affect the regularity and the 
quality of releases with an increased 
quantity of titles, the release schedule of 
the UY TV episodes has been changed to 
one bi-monthly video instead of the wo. 
previously announced. 


The prices are coming down for AnimEigo 
videos. The repackaged BGC, the VAM- 
PIRE PRINCESS MIYU, and the KOR videos 
are sold for $24.95 each ($39.95 forthe 
LDs). You can also just order the new BGC 
packaging for $10. The subtitled prod- 
ucts will now be sold in the $20-530 
range and the dubbed will be in the 
$15-$25 range. 


A Limited Edition (500 copies) UY TV 10- 
disc LD Box set (containing the first 40 
episodes) is announced for $400. It's 
available only by pre-subscription and ir 
will be produced only if there are enough 
orders, The order cutoff date is 7/1, Hurry 
Up! For orders, contact Suzanne ar (910) 
251-1850. 


RANMA 1/2 


After the RANMA 1/2 bonanza in June 
with the release of the RANMA 1/2 
GRAPHIC NOVEL 2, the RANMA 1/2 OVA 
2: LIKE WATER FOR RANMA, a Ranma T- 
Shirt featuring a Takahashi original art 
($15.95), and a RANMA 1/2 poster (20 
1/4 x 28 1/2, $7.95), Viz announced for 
July the RANMA 4/2 COLLECTOR'S EDI- 
TION TV SERIES vol. 1. It will be a deluxe 
subtitled formar thar will offer a new 
translation, three complete episodes per 
tape, a high-quality prorective case, 
extensive liner notes with song transla- 
tion, cultural and historical references, 
and sing-along™ lyrics. There will be six 
tapes of 90 minutes each, retailing for 
$34.95 ($47.50 CAN). Volume 1 ships 
‘on July 5th. 


ZEORYMER VOL 1 USM $ 60 $29.95 4/6 
RG VEDA PART 2 USM s cil $29.95 4/6 
ANIMATED CLASSICS | CPM Ss 52 $29.95, 4/6 
RANMA 1/2, MOVIE Ww o 74 $34.95, 4/6 
DEVIL HUNTER YOHKO (LD) ADV Ss 45 $34.95 43 
BUBBLEGUM CRASH (LD) AE Ss 135 $59.95 4/20 
GAIARTH 3 AE Ss 45 $34.95 4/20 
REI REI ADV S 60 $34.95 4/20 
RANMA 1/2 Vol. 5 w D 50 $29.95 5/3 
ICZER 3 VOL. 1 USM Ss 60 $29.95 5/4 
PROJECT A-KO 3 USM s 50 $29.95 5/4 
TOWARD THE TERRA RS Ss 112 $29.95 5/4 
UY TV 13 AE Ss 100 $39.95 5/25 
uy Tv 14 AE Ss 100 $39.95 5/25 
UY MOVIE 5 (LD) AE S$ 90 $54.95 5/25 
DETONATOR ORGUN 1 USM Ss 57 $29.95 6/1 
DRAGON KNIGHT ADV Ss 40 $34.95 6/1 
WIND NAMED AMNESIA USM s 80 $29.95 | 6/4 
SOL BIANCA (LD) ADV s 63 $39.95 6/8 
RANMA 1/2 OVA2 Ww Lt) 60 $34.95 6/8 
PLASTIC LITTLE ADV Ss 45 $34.95 6/22 
UY TV15 AE s 100 $39.95 6/29 
OH MY GODDESS #1 AE s 29 $19.95 6/29 
OH MY GODDESS #2 AE s 29 $19.95 6/29 
OH MY GODDESS #3 AE Ss 29 $19.95 6/29 
OH MY GODDESS (LD) AE s 90 $39.95 6/29 
RANMA 1/2 COLLECTOR'S Vol. 1 Ww s 90 $34.95 75 
GALL FORCE 3 USM s 60 $29.95 7/6 
PROJECT A-KO 4 USM Ss 59 $29.95 7/6 
END OF SUMMER ADV s 55 $29.95 7/6 
UY TV 16 AE s 100 $39.95 727 
UY MOVIE 6 (LD) AE Ss 90 $54.95 77 
ICZER 3 VOL. 2 USM S 60 $29.95 8/3 
ANIMATED CLASSICS 2 CPM S 52 $29.95 oT 
PROJECT A-KO VS, (GREY SIDE) USM s 54 $29.95 oT 
PROJECT A-KO VS. (BLUE SIDE) USM $ 52 $29.95 11/2 
DETONATOR ORGUN 2 USM Ss 49 $29.95 12/7 
DETONATOR ORGUN 3 USM $ 53 $29.95 1995 
ICZER 3 VOL 3 USM s 60 $29.95 1995 

NOTES: iia < ~SARe. © LAE  ¢ 


ADV: A.D. Vision; AE: AnimEigo; CPM: Central Park Media; RS: The Right Stuf; SP: Streamline Pictures; 
USM: U.S. Manga Corps; USR: U.S. Renditions; VV: Viz Video; S: Subtitled; D: Dubbed. The last three 
columns are the duration (in minutes), the price (in $US), and the release date. 
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Viz Comics announced the release of the AD POLICE GRAPHIC NOVEL. This gritty 
sci-fi thriller became an instant hit with fans after its released as an OVA series from 
AnimeEigo as well as from its serialization in 1992 and 1993 in the pages of 
ANIMERICA magazine. The comic adaptation of AD POLICE was created by Tony 
Takezaki (who also worked on GENOCYBER). The advantage of graphic novel 
formar is thar “fans who may have missed an issue, or who have come late to the 
series, will now have the chance to own the entire story in one convenient 
volume", said Viz Comics Managing Editor Satoru Fujii. The 144-page Graphic 
Novel will retails at $14.95 and be released on May 17th. 


A spin-off from the animation superhit, BUBBLEGUM CRISIS, AD POLICE creates a 
tale that reaches beyond the realms of an action adventure series and poses 
profound questions about humanity and the essence of life itself. Set in post- 
industrial Tokyo in the year 2057, this gritty police-action series follows the 
adventures of the Advanced Police, a special corps dedicated ro track and destroy 
“boomers”, renegade robots who run rampant throughout the city. Tokyo was 
devastated by an earthquake thirty two years earlier and the city that emerged 
from the ruins is very different from the world that existed before. The enrire city 
and its inhabitants are controlled by a huge multinational conglomerate called 
Genom which plans to use Tokyo as a base fo take control of the world economy. 
The AD Police pursue a group of mutant "boomers" who have escaped to earth 
from a labor satellite. Their struggle against these mutants and their leader, a 
messianicrobor, leads to a great adventure that threatens the destruction of Tokyo 
and of all mankind. 


Dark Horse declared March as their manga month (did you know thar manga 
literally means “irresponsible pictures” in Japanese?) They used this occasion to 
showcase their array of mange with special issues, promotional features, contest, 
and giveaways. They released seven different mange titles: Adam Warren's full- 
color miniseries BUBBLEGUM CRISIS: GRAND MAL, Shirow’s one-shot DOMINION 
SPECIAL: PHANTOM OF THE AUDIENCE. the two-issue micro-series APPLESEED 
DATABOOK (one half of each issue of the DATABOOK is filled with technical 
information and schematics on all major characters, machinery, and locales, 
while the other half contains an all-new APPLESEED adventure ). HELLHOUNDS #2 
by Mamoru Oshii and Kamui Fujiwara, and Johji Manabe’s CARAVAN KIDD Il #9, 
OUTLANDERS: EPILOGUE, and the OUTLANDERS 3 trade paperback collection. 


Dark Horse is also sponsoring its second annual Manga Art Contest. Manga fans are 
invited to submit original drawings of their favorite character(s) from any dark 
Horse manga. The grand-prize winner will receive the complete 8-part boxed set 
of BUBBLEGUM CRISIS videos, runners-up will receive various manga collectibles, 
and all entrants will receive a limited edition BGC poster illusrared by Adam 
Warren. Entries must be postmarked by May 31, 1994. 


Now, they announced the future release of OH MY GODDESS! in comic book 
format. Following a controversy over the proper name for the series and the 
characters, AnimEigo and Studio Proteus (who is doing the translation) have 
agreed on names that will be used by both comic and video. The series will be 
OH MY GODDESS! and the goddesses are Belldandy, Urd, and Skuld, The comic 
book will contain essays on actual mythological history of the goddesses. 
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MANGAJSIN 


MAGAJIN #34 (Apnil issue) features an ani- 
cle on Pachinko, Japan's National pastime. 
This “Japanese pinball” generates more 
fevenue than golf, horse racing, video 
games and movies combined, equaling 
Japan's auto industry. There is also the usual 
chronicles: letters, Japanese culrure, book 
teviews, basic Japanese, vocabulary. efc. 
‘and the manga section. There are some 
strips like CALVIN G HOBBES, bur the main 
stories are WARAU SERUSUMAN by Fujiko 
Fujio and NANIWA KIN'YUDO by Aoki Yuji, 
There is also a new Mangajin Caralog 
section at the end offering goods and 
books in Mail Order, MANGAJIN is defini- 
tively the Japanese Pop Culture G Lan- 
guage Learning Magazine. 


RUMIKO TAKAHASHI 
IN SAN DIEGO 


Viz Communications announced that 
Rumiko Takahashi will be o special quest at 
the 1994 San Diego Comic Con. This visit will 
be Ms. Takahashi's first public appearance in 
the US and Viz is honored by her presence. 
In celebration of her American visit, Viz is 
preparing a tribute to Takahashi by releas- 
ing brand new editions of her classic titles 
MAISON IKKOKU, LUM URUSEI YATSURA, and 
RANMA 1/2. On July 5th, Viz will begin 
MAISON IKKOKU PART 3, a six issue black 
‘and white comic series (48 pages, 2.95). 

They will also release a deluxe single-bound 
graphic novel of LUM, URUSE] YATSURA 

Entitled THE PERFECT COLLECTION, it com- 
piles all the stories thar first appeared in the 
two-volume graphic novel set which is now 
sold our. Ir will rerail for only $19.95 and will 
ship on July 19th. Finally, on July 5th, Viz will 
premiere the RANMA 1/2 COLLECTOR'S EDI- 
TION TV VOL. 1. 


NEW TITLES 


BUBBLEGUM CRISIS: GRAND MAL 
#3. The Armored Division Police 
are busy decrypting the mysteri- 
ous disc found after another en- 
counter with the enigmatic Knight 
Sabers. Nene of the Sabers works 
for the AD Police — and is there 
when a mysterious mech arrives 
to take the disc back — by force! 
I's up to Priss to take on the 
intruder as well as rescue her 
friend, but can she handle a crea- 
ture thar thinks nothing of break- 
ing into the most heavily fortified 
HQ in all Mega-Tokyo? Written & 
pencilled by Adam Warren. Dark 
Horse, $2.50. 


CARAVAN KIDD PART 3 #1. With 
the flames of rebellion sweeping 
each city they pass through, Mian 
and her companions are ready 
for the final assault on Kyuraweil 
Keep, Wararu makes Mian prom- 
ise thar they'll continue their vaga- 
bond adventure after her busi- 
ness at Kyuraweil Keep is done, 
bur Mian knows something terri- 
ble will happen there—some- 
thing she cannot reveal to 
Wararu... By Johji Manabe. Trans- 
lated by Dana Lewis and Toren 
Smith. Dark Horse, $2.50 


HELLHOUNDS #4, Urban guerillas 
have captured an embassy in 
Tokyo, and it's up to the Panzer 
cops to rescue the hostages. The 
rival Metropolitan police don't 
plan to make it easy for them, 
however. As they storm the em- 
bassy, Panzer Midori finds they're 
up against young, poorly armed 
student—who are nonetheless 
shooting to kill! By Oshii, Fujiwara, 
& Studio 2B/Isubuchi. Translated 
by Alan Gleason and Toren Smith. 
Dark Horse, $2.50. 
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AD POLICE GN 

AKIRA PROTOTYPE CARD SET (10) 
ANIMERICA VOL. 2 

AP MANGA SAMPLER 

BATTLE ANGEL ALITA PART 3 
BIO-BOOSTER ARMOR GUYVER 
BUBBLEGUM CRISIS: GRAND MAL 
CARAVAN KIDD PART 3 

G-FAN (Godzilla magazine) 
GOLDEN WARRIOR: ICZER ONE 
HELLHOUNDS 

JUSTICE 

THE LION KING (DISNEY ANIMATION) 
LYCANTHROPE LEO 

MAISON IKKOKU PART 2 
MANGAJIN 

MANGAZINE 

MECHA PRESS 

MERMAID'S SCAR 

MOBILE SUIT GUNDAM 0083 
PROTOCULTURE ADDICTS 
RANMA 1/2 PART 3 

STREET FIGHTER It 

ULTRAMAN CLASSIC 

VENGER ROBO 


JUNE 
ANIME U.K. 
ANIMERICA VOL. 2 
BATTLE ANGEL ALITA PART 3 
BIO-BOOSTER ARMOR: GUYVER 
BUBBLEGUM CRISIS: GRAND MAL 
CARAVAN KIDD PART 3 
DIRTY PAIR GN: A PLAGUE OF ANGELS 
HELLHOUNDS 
ICZER ONE 
LYCANTHROPE LEO 
MAISON IKKOKU PART 2 
MERMAID'S SCAR 
MOBILE SUIT GUNDAM 0083 
NAUSICAA PART 4 
RANMA 1/2 PART 3 
RANMA 1/2 GRAPHIC NOVEL 
RANMA 1/2 POSTER 
RANMA 1/2 T-SHIRT 
STREET FIGHTER II 
V-MAX 


1 viz 14.95/19.95 
cs $10.00 
5 viz $4.95/$6.50 
1 AP $2.95/$4.95 
7 (13) viz $2.75/$3.75 
8(/12) viz $2.75/$3.75 
3/4) DH $2.50/$3.40 
1 DH $2.50/$3.40 
9 DE $3,95/$4.95 
2(/5) AP $2.95/$3.95 
4 (/6) DH $2.50/$3.40 
1 AP $3.50/$4.75 
1 ML $2.50/83.40 
3 (77) viz $2.95/$4.00 
5 (/6) viz $2.95/$4,00 
36 MJ $4.50 
33 AP $2.95/83.95 
12 ff $5.95/95.95 
2(/4) viz $2.75/$3.75 
7 (13) viz $4.95/86.50 
28 iP $4.95/4.95 
6(/13) viz $2.75/83.75 
2(/8) viz $2.95/$4.00 
5 (/5) viz $4.95/$6.50 
7(77) viz $2.75/$3.75 
14 AUK $5.75/$7.50 
6 viz $4.95/$6.50 
8 (/13) viz $2.75/$3,75 
9 (12) viz $2.75/$3.75 
4(/4) DH $2.50/$3,40 
2 DH $2.50/83.40 
3 DH $12.95/$17.50 
5(/6) DH $2.50/$3.40 
3(/5) AP $2.95/$3.95 
4(77) viz $2.95/$4.00 
6 (/6) viz $2.95/$4.00 
3 (/4) viz $2.75/$3,75 
8 (/13) viz $4.95/$6.50 
15) VIZ $2.75/$3.75 
7 (3) viz $2.75/$3.75 
2 viz $15.95/$21.50 
viz $7.95/$10.75 
viz $15.95 
3 (/8) viz $2.95/$4.00 
"1 vM $4.50/$6.00 


ANIMOVEMENT 


The club for anime/manga fans in obscure areas. Open fo just abour 
anyone, anywhere. Membership: $10 US. Offers bi-monthly newsletter, 
contests, manga pre-order service and 25% discount off AnimEigo videos 
(certain rules apply). Particularly looking for contact with clubs without 
newsletters. Info: c/o Randy Navarro Jr., 1199 SW 123nd Ave., Pembroe 
Pines, FL 33025-5773. 


KUROTSUKI ASSOCIATION — 


A Swiss association in Yverdon. No info abour meetings bur they organ- 
ized “Anime Orakon” last March, a convention of Japanese Animation 
‘and Rock Video music. They have shown lors of anime, music videos 
(bands such as Zi: Kill or TM Network), and Live Action TV shows and movies 
(Kamen Rider, Dai Ranger, Video Girl Ai, Cat's Eye, Dragon Ball, etc.) 
They are also linked ro a store selling anime and Japanese rock LDs & CDs: 
Visual Shock Imports. P.O. Box 3244, 1400 Yverdon, Switzerland. FAX: 
+44,24.261,140. 


OTAKU GENERATION 


Fresno, California's premier Japanese Animation Club. They have been 
in existence for over a year and are still going strong, showing the latest 
and the best in anime in the Fresno area. For further information, contact: 
Charles Espinoza, 1944 W. Ashland, Fresno, CA 93705; Darren Brimhall, 
Prodigy E-Mail: DRJ39E (sorry, no access with INTERNET ar this time); or 
Francis Fung, PH: (209) 456-0133, evenings 7 to11 PM PST. 


JAPANESE ANIMATION CEL OUTLET 


* Specializing in the finest & largest selection of 
Japanese animation cels 

© Call, Fax or write us for more info & for our current 
anime titles list. Mail orders are welcome. 


427 N. CANON DR., SUITE 204 
BEVERLY HILLS, CA 90210 
TEL: (310) 859-0658 FAX: (310) 859-1156 
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AD ASTRA 14, Toronto's regional science 
fiction and fantasy convention, is to be 
held on June 17-19 at the Sheraton 
Toronto East. One of Canada's largest 
conventions, it also has a large anime 
following among its attendees. There 
will be a full track of anime program- 
ming. For more information; Ad Astra 
14, P.O. Box 7276, Stn. A, Toronto, On., 
MSW 1X9. 


ANIME EXPO 94 is coming July 1strhru 3rd 
tothe Anaheim Marriott Hotel G Conven- 
tion Center. Guests of Honor are: Scott 
Frazier, Allen Hasting (author of the Soft- 
ware LIGHTWAVE 3D, consultant for 
SEAQUEST DSV and BABYLON 5), Izumi 
Marsumoro (KOR manga), Haruhiko 
Mikimoro (MACROSS, GUNBUSTER), and 
Nobuteru Yuuki (RECORD OF LODOSS 
WAR, GUNNM, WEATHERING CONTINENT), 
Registration is $40 until June 1st ($45 at 
the door). Travel arrangements can be 
made with Ladera Travel (1-800-624- 
6679), Hotel rates are $75 per night. For 
more information: Anime Expo 94, 2425 
B Channing, Suire 664, Berkeley, CA 
94704. 


OTAKON 94, an East Coast Japanese 
Animation Fan Convention, will be held 
July 29-31 (arthe same time than ANIME 
AMERICA) ar the Days Inn Penn Stare, 
State College, Pennsylvania. lanus Publi- 
cations and lots of fan guests will be 
there. Room rates are around $62 (Call 
4-800-325-3535). Registration is 521 
until May 31st ($25 at the door). For 
more information: Otakon 94, co Bill 
Johnston, 661-A Waupelani Drive, Stare 
College, PA 16801. 


PROJECT A-KON will be held June 3-5 ar 
the Sheraton Mockingbird Hotel in Dallas 
(1893 W. Mockingbird Lane, Dallas, TX 
75235). Special Guest Star: Monkey Punch 
(LUPIN Ill). Room rates: $59 per night 
((214) 634-8850), Registration: $25 at 
the door. For more information: Project 
A-Kon, P.O. Box 472456, Garland, TX 
75047-2456. 
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as COMING SOON 


OH MY 
GODDESS! 
CHARACTERS 


by Geir Friestad 


She is the first of the RGO (Relief Goddess 
Office) goddesses that we are introduced ro. 
She is very pretty, with golden/light brown hair 
‘and triangular markings underneath her kind, 
blue eyes. Her forehead bears one of the 
characteristic goddess marks, 


Belidandy’s domain is The Present and she 
uses the mirror as a link berween our world 
‘and Heaven, In terms of earth years, she's 
‘abour 21-years old (according to Fujishimo's 
interview In NEWTYPE (6-93), In the mango 
(chap. 4), her school ID gives 1st January 
196X as birthdate). Belldandy Is 165 cm tall 
Her vital measurements are: B 83 cm, W 57 
cm and H 84 cm. 


She is classified os a First Class Goddess, Sec- 
ond Category. Unlimited. Belidandy is very 


12. NN 
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fond of Darjeeling tea (a brand of black tea 
grown 2000 m above sea-level in Northeast 
em India, near the Tiber border, in a stable 
and good climate.), a3 well as the “Prince Of 
Wales” chocolate brand. 


Urd 


Urd is Belidandy's older sister, and she's the 
second RGO goddess we meer. She is intro- 
duced in OAV #2 (and manga collection #2). 
when she materializes from Keiichi's relevi- 
sion, which happens to be her link between 
our world and Heaven (not necessarily Kelichi's 
TV. though). Urd is lightly. darkskinned. with 
flowing and slightly curled white hair, She has 
green eyes, and like the other goddesses, her 
face carries the goddess markings. Basically, 
Urd Is in terms of looks a ‘sex kitten’ in this 
series. 


Her domain is The Past, and she acts as Cupid 
(love goddess) as well as running the compu- 
Tersystem Yggdrasil back in Heaven (this isthe 
system thar maintains the enforcing power 
between Belidandy and Keiichi). She is also 
very good with magic porions. 


In terms of earth years, Urd is obour 24 years 
‘old, She is 170. cm (165 in the manga — Vol. 
2, p. 128) tall, and her vital measurements 
ore B90 em, W 60 cm and H 91 cm. Urd has 
@ special passion for sake and she hates 
singing. Urd is a Second Class Goddess. 
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Skuld 


Skuld is the youngest of the three goddesses, 
‘about 12 years old. She makes her appear- 
‘ance for the first time in OAV #3 (and manga 
collection #5), where she materializes our of 
the water in Keilchi's barhtub — much to 
Kelichi’s surprise, since he's taking a bath ar 
thar moment; (In the manga, Urd Is in the 
bath instead of Keiichi), 


Skuld has black hair, brown eyes and she's 
150 cm tall. Her vital measurements remain 
secret, which is just as well (remember, she’s 
only 12). Her domain is The Furure. 


In addition to being the Yagdrasil system's 
debugger (what do you think she uses that 
hammer of hers for?, Skuld is very good (?) ar 
building all sons of mechanical inventions — 
most of them nor functioning quire the woy 
they should. Skuld is very fond of 1314's Ice 
Cream, and she dislikes useless mecha. 
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Peorth 
Peorth is the fourth goddess to appear (and so 
far, only in the manga) and probably the 
oldest of them, since she'ssaidto be Belidandy's 
‘aunt, She looks like an adulr Skuld, only with 
ted hair, deep brown eyes and diamond- 
shaped markings on forehead and cheeks 
Peomth is abour Urd's height. Her goddess 
rankings ore First Class, Second Category, 
Unlimired (the same as Belldandy) and her 
method of manifestation is through camera 
lenses. Peorth is rather eccentric and nutty, 
likes Keiichi and dislikes other goddesses (she's 
from a rival Goddess Office!) 


Morisato Keiichi 


Keiichi is the rather short, somewhat shy, but 
kind NIT student who accidentally ends up 
living with Belidandy. He's gor wild, darts hair. 
brown eyes and is probably somewhere 
around 155-160 cm tall. He's 21 years old 
and the star driver of NIT’s Motor Cycle Club 
(NIT MCC). Oh, and he can't swim. Keiichi is 
also learning Fortran 77. 


Megumi is Keiichi’s younger sister (by one 
year) and also a student or NIT with her 
brother. She's about the same height as Keiichi, 
‘and has average length dark hair and brown 
eyes. Megumi is the typical "younger sister” 
(all big brothers know what that means!), bur 
she isby no meansa stereotype. Furthermore, 
she's a Mechanics Major at NIT, she’s good with 
engines (under the supervision of Kelichi) and 
‘an excellent softball player. 
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Mishima Sayoko 


Sayoko isthe official "queen” of NIT, and every 
male student there has tried to get a dare with 
her. When Belidandy arrives, her position as 
campus queen is threatened and her current 
goa! in life appears to be to win Kelichi from 
Belidandy. More often than nor, she gets help 
from Aoshima fo realize her plans. Sayoko is 
163 cm tall, has long, black hair and brown 
eyes. Her vital statistics are B 63, W 59 and H 
64. 


Aoshima Toshiyuki 


Aoshima is a slick sleezeball usually seen 
hanging around with Sayoko, helping her out 
with her plans to split up Belidandy and 
Keiichi. His reason for doing this is simple: he's 
nuts about Belldandy. In addition to helping 
‘out with Sayoko's plans, he's already made 
several (unsuccessful) attempts at winning 
Belidandy'shear. Aoshimahasnormal lenath 
hair, dark brown eyes and wears glasses. He's 
also the head and founder of Aoshima For- 
mulo — a rival club to NIT MCC 


mms 

Tamiya-sempai 
Tamiya Is one of Kelichi’s sempai - senior 
students - at NIT, andthe head of NITMCC. He's 
@ large man with short black hair, small eyes 
and a big mouth (physically =). Tamiya takes 
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the concept of perfecting engines ro rather 
passionate extremes (check our the speech 
he mokes to Keiichi in OAV#3!) and he has a 
habir of appointing Keiichi to be the driver of 
the NIT MCCs modified vehicles. Not always 
with the predicted end results... - 


ea 

Ootaki-sempai 
Coraki is Tamiya's best friend and also one of 
Kelich’s sempai. He's gor long spiky white 
hair, wears assorted bolts and metal parts in a 
thick necklace and has a sparkplug attached 
To each of his ears. Furthermore, he wears a 
block leather jacker with a complete set of 
tools under it and he always wears his round 
mitrorshades. He's afraid of dogs. Oorals!'s 
Gitlfriend is Satoko Yamane - a freshman and 
Electronics Major who Belidandy and Keiichi 
helped him ger rogether with 


RENN ERNEST 

Marller 
Marller is a demon from Niflheim (Nordic 
mythology’s version of Hell) whose main pas- 
time is to cause trouble for Keiichi and the 
goddesses, She's got blonde/white long hair 
which to a certain degree resembles Urd's, 
two thin diagonal stripes in a \/ shape on her 
forehead ond double triangles under her 
eyes. Being evil, she hos a preference for dark: 
clothes with a slight touch of SM-style in It (by 
SM | don't mean Sailor Moon!). Marler is a 
character from the manga and has only a 
small cameo in the onime, where she ap- 
pears briefly during the opening animarion 
sequence 
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Banpei-kun 
Banpei-kun is a robot that was originally con- 
structed by Skuld to keep Marler away from 
the remple Kelichi and the goddesses live in, 
The robor consists of several sphere-shaped 
parts and wears a large, wide-brimmed har 
or helmer. Like Marller, Banpei-kun is a char- 
acter from the mange and has only had a 
small cameo in the opening animation se- 
quence of the anime. 
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Senbee 
Senbee (who appears in vol.7 of the manga) 
Is a genie which can cause bad luck, and 
speaks like a stereotypical gaijin (i.e,, inmixed 
Japanese/English). He's under Marller’s con- 
rol, at least theoretically. He is a porody of 
Hyakubee, the main character of Magical 
Super Asia, who is also cursed/blessed with the 
power of misforune. Senbee's first oppear- 
‘ance in AMG followed shortly after Magical 
Super Asia's successful debut in Comic After- 
noon 


Sr’: 137 
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OH MY GODDESS! 
SYNOPSIS 


by Claude J. Pelletier and Geir Friestad 


EPISODE 1 
MOONLIGHT AND CHERRY BLOSSOMS 


Re EERNER ona 
The OVA begins with Belidandy flying over a body of water and creating a sphere of light 
in her hands... The picture switches to Keiichi being awakened by the phone. Iris a call for 
Tamiya-sempai. His fellows of the Nekomi Institute Dormitory left Keiichi alone to take their 
messages. He is hungry and they left no food for him, so he decides to order something. 
He calls several places without success, but finally a female voice answers one of his call: "This 
is the Relief Goddess Office”. she says. Keiichi thinks he dialed a wrong number, but the 
woman tells him she will come for hisrequest and then Belldandy appear through the mirror, 
frightening him. She will grant him a wish, any wish. At first, Keiichi is suspicious, but since he 
has no gitlfriend (because he thinks he is too shorr), he wishes to have a girl like Belldandy 
with him forever, The wish is approved (a beam of light from her forhead reaches the 
Heaven in a credit card-like wish check) and Belidandy will stay with Kelichi even if she is 
a.goddess herself. The only problem is thar girls are forbiden in men’s dorms. It easily solved 
a8 a universal enforcing power will always keep them together: they ore both thrown our 
of the dorms by Sempai and the dorm's gang who are shocked that Keiichi broke rule 36 
(the rule about no girls in the dorm) 


Kelichi despairs af first, but when Belldandy is sorry for the problems she caused, he replies 
thar with a cure girl like her he will always be all right. He asks her to change clothes for 
something less flashy and then they are off for some apartement hunting on his bike. After 
‘an unsuccessful search they take a break and Belidandy tells Keiichi thor wishes are granted 
only To special people who meet some qualifications. He asks if she will really stay forever 
with him ond she answer that she will as long as he needs her. She tells him she knows a 
place where they could stay. On the way. they are almost hit by a car, bur Belidandy uses 
her power fo avoid collision. She has exhausted herself so much that, after having told him 
the way to a nearby old temple, she fall unconscious. Ir stars raining. 


Keiichi brings her in the temple and lies her down on the floor. He wonders what to do with 
her wet clothes. He finds an hairdryer in his stuff, burthere isno electricity inthe remple. Finally, 
he covers her with a blanket before fainting. In the morning, Belidandy wokes up. Keiichi is 
asleep'and has a fever. She uses her power to heal him and then goes outside. With her 
powers, she call back the spirit ofa nearby house fo restore if fo its original stare. Later, Ketichi 
Joins her. They, decides to live there and begin to sertle their stuff. When they are finished 
Keiichi discovers that he spent most of his money and that he will not receive his allowance 
before a week. Belidandy says not ro worry since good news should come soon, 


Keiichi imagines whar could it be ro live with Belidandy. Could she become his girlfriend even 
if she is a. goddess? He gers up fo help her pouring tea, bur trips on something and falls very 
close to her, He comes close ro kiss her, but someone barges In the house. Ir is Megumi, 
Keiichi's younger sister. She is coming ro town for college and Is looking for a place fo stay. 

She asks if she could stay with them. She is amused 1o see her brother with a girl, but promises 
Not to tell their mother abour ir. Belidandy says she could stay and Keiichi, even if he fears 
thar Megumi will spoil his chances with Belldandy, has no choice but ro agree. Megumi gives 
him the money she received from her mother to ger settled, Their money problem is solved. 


Ar that moment, Sempai and the gang arrive To visit. Sempai gets angry because Keiichi 
is not only with one cute girl, but hwo. Megumi introduces herself and announces that she 
will ottend Nekomi Instirure next fall. The gang decides ro celebrate Kelichi'snew place and 
Megumi’s entrance ro college. They pany all night. Keiichi goes fo sit ourside and Belidandy 
joins him. He bring her closer to him and she put her head against his shoulder, They are 
surrounded by moonlight and cherry blossoms, 
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EPISODE 2 
A MIDSUMMER NIGHT’S DREAM 


Five months later. Kelichi stops his studying to let Belidandy dress the rable fordiner. Megumi 
arrives. She still lives with them because she likes Belldandy’s cooking. She complains about 
the hear and give his brother a parcel that has arrived for him. He wonders who sent irand. 
puts it aside. As Megumi asks him what he intends to do for summer vacation, he tells her 
he will do nothing since he do not have enough money. She replies that he should ot least 
go fo the beach, but remembers thar his brother cannot swim. Then Belidandy arrives with 
the food. 


Afrerthe meal, Kelichi asks his sister ifshe has done something this summer. She went twice 
fo the beach. Belidandy says she would like to go. Keiichi imagines thar it could be grear. 
Maybe they could have their first kiss there. After the girls went out forsome shopping, Keiichi 
‘opensthe package he received. Irisa video tape labelled “Sexy Dynamite Part 2", probably 
sent by Sempai. He plays it and it shows a beautiful woman, She pops out from the screen 
and beginsto give him rips on what to do with Belidandy, encouraging him to make amove: 
at the beach. Before leaving, os the girls are coming back, she ask him to keep ito secret 
‘and says thar she is Urd, Belidandy’s older sister. 


Atthe beach, Kelich! is thinking abour what he could do with Belldandy: holding her hand, 
looking at her in a swimsuit... Urd appears and proposes him something a litle more bold: 
aspecial suntan lotion that will make her "hor". When Belidandy arrives, Keiichi compliments 
her for the nice bathing suit and propose to mb some suntan oll on her. Before he could 
begin, they ore interupted by a bunch of Keiichi’s school friends who admires Belldandy’'s 
beauty and invite her on their boar. Since she is raking too much time to decide, Sayoko. 
(0 girl who looks jealous of Belidandy) decides to go and the gang follows, leaving the 
couple wondering why the enforcing power did not work. Keiichi tries to resume his 
operation, but all the oil had been spilled. 


Urd next suggestion isto ger in a small boat and ro head offshore. Everything seems to work: 
well. Belldandy says that'she tried to check about the enforcing power, but her sister Urd 
(who is in charge of the system maintenance) was not home. She tries to move closer fo. 
Keiichi, but o sudden move of the boat makes her fall in his arms. This magic moment is 
interrupted by 0 cruiser which make the boat turn over. Kelichi drowns.. 


Belidandy is sitting up an unconscious Keiichi and she remembers Sayoko (who was aboard 
the cruiser) slapping her for having brought Keiichi offshore while he could nor swim. Keiichi 
wales up and sees her crying. She says she is sory (again!) and runs away. They love each 
other, bur are both affaid ro say ir. Urd appears ond she is not hoppy. She tells Keiichi that 
he spoiled all the chances she has set up and that if he does not move soon she will reruns 
to Heaven. She gives him a love potion that will malse him able to declare his love to the 
first woman he sees. 


The problem is thathe sees Sayoko first. He unwillingly declares his love to her, but Belidandy 
comes back just in time to hearhim, She cries to discover thar he does not want her. Keiichi 
cannot say anything. Before such an overwhelmingsirvation, he runs. 
away, shouting in despair. Belldandy follows him to the shore, 

asking him fo stop shouting, thar she will go back if he does 

not want her. He faints, dropping the potion’ssmall bottle. /_-/ 
She then understands thot her sister is behind all this. Urd a i 
appears to defend herself, apologizing for 7 
the potion effect being ineversible 
Belidandy cries over Keiichi and kisses 
him. He wakes up, normal once more. 
All is explained. As Urd Is about to go 
back, she is stricken by God for hav- 
ing let interferences affect the en- 
forcing power and she is prohibited 
from returning to Heaven. Keiichi 
is taking the news well: offer all, 
with nwo goddesses or home, it 
should be twice the fun! 
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EPISODE 3 
BURNING HEARTS ON THE ROAD 


a 


The OVA opens on Skuld chasing a bug (a kind of rabbit with spider legs) in the system. She 
finally nails it, but just to discover thar there are several more. On Earth, Keiichi is chosen to 
represent his auro-club in‘an intercollegiate drag race. He is left alone to fittogether all the 
pieces of his moto. 


Belidandy is cooking in the kitchen and 
singing. Bored, Urd joins her and offers 
some help. As she is not patient enough, 
she tries ro use her power and... blows the 
plate! She is nor made for such simple 
tasks, she says. She goes offer her help to 
Kelichi, who is working on his motorbike. 
This time, she blows the engine thar he just 
Put together. Discouraged. Keiichi goes 
take a bath. While he is there, Skuld ap- 
pear through the drain hole. Surprised to 
see him, she knock him our and shouts. 


Everybody 1s around the table to eat 
Belidandy’s delicious cake. Skuld apolo- 
Qizes and formal introductions are made. 
Skuld isunhoppy. She thinks Keiichiisa little 

. 100 friendly with her sister and she cannot 
undertand why she has accepted such a contract. With both her sisters being on Earth, she 
felts alone in Heaven. Belldandy explains that she stays not only because of the contract. 
She wont fo stay with Keiichi as long as he wants her. 


Tamiya-sempai comes see how Keiichi’s work is going, He also brings a new twin-engine. 
Keiichi is unhappy since the first engine is already half finished ond that a twin-engine will 
be 100 unstable ro Improve performance. Aoshima (who started another racing club ar 
Nekomi) arrives also to boast and makes fun of his competitor. He also woes Belidandi. A 
mysterious agreement between him and Sempai is mentioned, 


Skuld Is inttiqued by Kelichi’s designs, but find a lot of flaws in his calculations. She cannot 
resist the tempration to redo them incorporating the new twin-engine and reinforcing the 
frame. With those new designs Keiichi and Megumi can finish assemble the bike. When 
Skuld asks him how does he feels about Belidandy, he answers that he has never been 
happier than since she became part of his life. 


Arthe race, Aoshima is impressed by Kelichi’s work on his bike. We finally learn that Sempoi 
‘and Aoshima agreed thar if the latter was fo win the race, Belidandy would become o 
member of his racing club. Keiichi is angry, but Belidandy accept to honor the agreement. 

confident thor they will not lose, Ar thar point, Skuld realizes thar if Kelichi loses, Belidandy 
might come back to Heaven with her... And we see Skuld enter into the rent where the bikes 
are... 


Keiichi wins his first race, bur he complains about terrible vibrarions. The ream decides ro 
make some last minute changes to improve this condition, Aoshima Racing Team improve 
their score with the best time of the race so far. They probably made some changes on their 
engine (ors it Skuld?). After more rounds, Keiichi is tll doing well, bur the shaking has not 
stopped, so more improvements are decided. Aoshima comes again to boast. Their driver 
is the best, he says, and Keiichi should surrender now. Belidandy replies: "The Goddess of 
Victory doesnot look kindly on people like you, who can only see a duel With a winner and 
a loser, She smiles upon those who always have the burning desire within them”. If Keiichi 
keeps such burning desire, he will be lucky. Kelichi adds that ofter all, he has already three 
goddesses on his side! Belidandy kisses his helmet as a victory charm and he is off for the 
final. Keiichi still has vibrations, but Aoshima Formula has an engine failure and Keiichi wins! 


After the race, Belldandy spots nice ring in a jeweller booth, Kelichi wontsto offer ito her 
buthe forgot his money in his coat. Urd and Skuld find pathetic thar he could even buy her 
a gift. Belldandy says it’s ok, but Keiichi is sory. Skuld fells Keiichi that she hares him. 
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EPISODE 4 
EVERGREEN HOLY NIGHT 


sprecimenmuraessnante: 


‘HT 


The episode starts off with Keiichi having a dream about giving Belidandy a ring. As a pair 
of wings appear on her back she opologizes to him and reruins to Heaven... Keiichi wakes 
up screaming and a worried Belidandy is by his side. When she asks whar's wrong he replies 
thar it's nothing, Looking worried, Belidandy leaves to fetch Keiichi a glass of water. 


Next moming. During the nightsnow has covered the remple ond its sumoundings, and Skuld 
and Urd do not neglect the chanee to have a fight. Skuld has made a small snowball-firing 
mecha (somewhat similar toBanpel-kun) while Urd uses her magic to create a huge macho 
snowman. As with most things, Belidandy is hoppy about the snow. "Waah! Yuki desu kal” 


However, fo their surprise. they discover that only the temple and its surroundings are covered 
by snow! Kelichi and Skuld look suspiciously at Urd and ask her ifshe's responsible for the snow. 
Urd denies any responsibility and Skuld runs off ro make a mecha to clear away the snow. 


Keiichi climbsup on the temple'sroof to shovel away the snow. Belidandy stands below and 
Tells him ro be careful. However, something furry in the snow makes Keiichi lose his balance 
‘and he falls off the roof. Belidandy uses her powers to save him. Keiichi thanks her, but Urd 
and Skuld are immediately there to scold him for being so careless. He replies thor ir was 
not his fault - there was “something strange in the snow.” This causes the gang ro look around 
for the thing that caused Keiichi to fall off the roof, and Skuld sees one of those 8-legged 
bunny bugs hopping menly around in the snow. With awe-inspiring skill she “debugs’ the 
problem with her hammer. The snow disappears - it seems the snow was just a result of a 
bug in the Yogdrasil system! 


Inside, the gang are seated around the rable, when all sorts of weird things star ro happen. 

First Keiichi's coffee begins to boil in the cup, then the table disappears beneath Urd's hands. 

And suddenly Keiichi seems to work os a gigantic magner, as all sorts of cutlery and KNIVES 
home in on him! 


Skuld puts on a pair of debugging glasses (with HUD display! We want some!) and discovers 
‘2 “bug portal”. She produces o heavily modified rice-cooker (obviously inspired by the 
ghosttrap in “Ghostbusters”) and sucks several bugs into Ir 


The phone tings and Belidandy answers it. Surprised, she hears the voice of Kami-sama 
(God) in the other end. He Tells her thatshe's being called back and that she has three days 
To fix things before her time is up. Delidandy sadly explains things to Keiichi and apologizes 
He the asks if she can come back after she’s done whatever it is Kami-sama wants her to 
do, Belidandy says yes, but seems unsure. 


At school, people are wondering whether Belidandy broke up with Kelich! since he’s clone 
in class. Sayoko comes late to class and sits down next to Keiichi, trying to "get him as usual. 
Meanwhile, Belidandy goesto school in orderto give Keiichi his lunch (soup, we think). They 
see each other in one of the corridors. but when Keiichi starts to run towards Belldandy one 
of the windows explodes, showering him with splinters. She:runs towards him, but slows 
down for each footstep until she stops up complefely. Sayoko reaches Keiich! first and asks 
if he is okay, before proceeding to complain about the quality of the building. In the 
meantime, Belldandy has vanished 


Loter, when Keiichi is in the dining hall, Belldandy tries to walk over to him, but one of the 
vending machines near her explodes and she runs off (the sign tharappears onthe machine 
moments later says "under repair”). Megumi eats lunch with her brother and inquires about 
Belidandy. She then suggests he should spend three months’ allowance of a present ro 
Belidandy, a ring. Keiichi leaves while Megumi looks rather surprised 


Kelichi asks Tamiya-sempai for help (economical help. we think - or possibly for a job). He 
then asks Hasegawa to deliver a message to Belldandy for him. When Belidandy comes 
home, Kelichi, Urd and Skuld stand by the now naked cherry tree (remember the tree of 
the end of episode 1?) and looks up in the air. Skuld tells her sister that it is the tree thar is 
drawing the bugs into the world and Belldandy panics. She has some kind of traumaric 
experience linked ro this ree, bur is not clear exactly whar that experience is. She cries and 
apologizes. Kelichi walks towards her and tries to make her explain what's going on - “how 
can | help if all you do is apologize?” For each step he rakes, pans of the remple is torn off. 
Belidandy finally runs away, info the temple. 
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sP 
THREADS 
OF FATE 


By Geir “Keiichi” Friestad 


When Kosuke Fujishima created the 
wonderful world of AH! MY GODDESS, 
he didn't just create his characters out 
of thin air. The three goddesses Keiichi 
meets, and to some extent their dwell- 
ing place, are based on characters 
from Nordic mythology. 


| will now take you back in time and 
give you a glimpse of what the original 
Belldandy, Urd and Skuld were like, as 
well as their world. We will start where 
logic says we should - at the beginning: 


According to Nordic mythology, the 
Earth was creared by Odin, Vile and 
Ve, from the body of a huge jotun 
called Ymer. His blood became the 
sea, his flesh the land, his bones the 
cliffs, his teeth and the splinters of bone 
tocks and boulders. Ymer's skull they 
put over the Earth like a dome, and 
this was what we call the sky. The Earth 
had four corners, and in each corner 
they put a dwart: Ostre, Vestre, Nordre 
and Sordre. Their names are simply the 
four geographical directions we use 
today, ie Eastern, Western, etc. 


The Earth thar the sons of Borr had 
created was flat and circular and out- 
side it was the deep, deep ocean. 
Down by this coast, called Jotunheim, 
lived the so-called jotuns. To protect 
the mortal man from these creatures, 
the gods built from Ymer's eyelashes a 
huge wall around the human world. 
This place now became known os 
Midgard. Inside Midgard, at the hub of 
the world, the gods built themselves a 
huge stronghold and called it Asgard. 
And to link the sky and the earth, they 
built the bridge Bifrost - the rainbow. 


There were many holy places in Asgard 
and Midgard, but the most holy of 


NBA 


eeoeeeeeevseevneeeeseeeeeeeeeeeeeeeoeeeeeeeeereeseeeeeeaeeeees 


them all was Yggdrasil, the largest of 
all trees. The branches reached out all 
over the world as well as past the sky. 
Ir sprung from three roots; one below 
Asgard, the second below Jorunheim 
and the third above the realm of 
death in Niflheim. 


Below the Jotunheim root lay Mimer’s 
Well, a well filled to the brim with 
wisdom. And the jorun who owned 
and guarded it, Mimer, was a very 
knowledgeable and wise person; he 
drank from water of wisdom every 
day. Bur below the third root, which 
reached all the way to Asgard and the 
sky, was the most holy of all wells. It 
was known as Urd's Well, and here the 
gods gathered every day to pass judg- 
ment. Here lived also Urd, Verdande 
and Skuld - the goddesses of past, 
present and future, the three nornes, 
who decided the fate of both god and 
man. Their names are derived from 
words reflecting their domain; 
Verdande* is derived from the Ancient 
Norwegian word "vertha”*, meaning 
“ro be”. Skuld is likewise derived from 
“skulu”, meaning “should” or “be- 
come”. Urd is derived from the Anglo- 
Saxon word “wyrd", which means "des- 
tiny”. 


The duties of Urd and her two younger 
sisters were many; each day they wa- 
tered Yggdrasil to prevent it from dy- 
ing and withering away. Much evil 
tried to harm the tree of life; four deer 
fan amongst the tree's branches, eat- 
ing the fresh sprouts, and the snake 
Nidhug gnawed arts roots. From these 
dangers the nornes had to protect the 
tree, as well as deciding the fates of 
god and man through the spinning of 
their life threads. 


In this latter work they were nor alone, 
though, as there were many nornes, 
and not all of them which were good. 
And this is how man explained the 
large differences in life; those whose 
life was good had a good norne de- 
ciding their fate, and similarly those 
whose life was really pretty miserable 
had an evil norne deciding their fate. 


It seems there have been several dif- 
ferent views being interchanged, be- 
fore the classic image of the three 
nornes below Yggdrasil was estab- 
lished. Partly one original goddess of 
fate, Urd, and partly numerous god- 
desses of fate. Verdande and Skuld 
may have been “grafted” onto Urd to 
obtain the magic number of three, 
thus creating the aforementioned clas- 
sic image in the process. As with large 
parts of history, we don’t know, we can 
only make measured guesses. 


Having read this brief introduction to 
Nordic mythology and the nornes, you 
willno doubtsee that Kosuke Fujishima’s 
characters and godwonrld is far from a 
faithful recreation of the original god- 
desses and places from the myths. The 
nornes hardly had a “Relief Goddess 
Office” and fulfilled wishes like the 
Belldandy, Urd and Skuld of AH! MY 
GODDESS. Srill, it is nice to see thar 
someone has actually found these old 
beliefs interesting and inspiring enough 
tocreate a manga, andnow ananime, 
based on some of the elements from 
the mythology. Apart from the small 
rewriting of the name Belldandy, no 
other names have been changed, 
which again |, being Norwegian, find 
very flattering. It is not the main reason 
| absolutely adore this anime, but it's 
one of them. Kosuke Fujishima, I'm 
honored and thank you for taking an 
interest in our mythology and creating 
the fantastic AH! MY GODDESS! 


4- The name Verdandi has also been 
in use, but both Verdande and 
Verdandi refers to the same goddess. 


2- The “th” part in “vertha” is only an 
attempt fo write the sound using a 
standard ascii character set. It is pro- 
nounced like the “th” in “the”, but the 
actual character looks like a mirrored 
number “6” with a small "-” across the 
upper half. This sound is no longer in 
use in modern Norwegian, and is only 
used to write texts in Ancient Norwe- 
gian. Ir is still in use in Icelandic, | 
believe, which is very similar to ancient 
Norwegian. 


CREDITS & THANKS 
This article would not have been possible without 
the help of Geir Friestad. He wrote the synopsis for 
OVA 4 and has provided all the useful information. 
Many thanks. 


The synopses for OVA 1-3 were written by Claude J. 
Pelletier with the essential help of Doug Cha's scripts, 
You can reach Doug on _ InterNet: 
dougcha@netcom.com. Again, many thanks, 


Thanks also to William Chow, from Arctic Anima- 
tion, for having sent us quickly the fan subs we 
needed to complete this article. 


Finally, Thanks to AnimEigo for having subtitled this 
title and for having sent us an advance screener of 
OVA1 


Geir “Morisato Keiichi" Friestad is member and co- 
founder of Greenwood (Norway’sfirstanime group), 
artist slave, Anime & manga otaku, AMG otaku, 
movie nut and AH! MY GODDESS FAQ maintainer 
(FAQ stands for Frequently Asked Question list). He 
can be reached on InterNet at the following E-mails: 
emotion@gribb.hsr.no or geir-f@hsr.no. 


If you want more information on this series, its 
world, its link to nordic mythology, etc. we strongly 
suggest you to contact Geir and the AMG FAQ thru 
InterNet. 


JAPANIMATION 


TITLES INCLUDE: 


AKIRA, 
ROBOT CARNIVAL, 
GUYVER, MAGMA, 

LA BLUE GIRL 
AND MANY MORE. 


FOR MORE INFORMATION, 
CALL OR WRITE 


ANIMANIA 
(216) 226-3970 


P.0.BOX 770134 
LAKEWOOD, OH 44107 


PLEASE INCLUDE AREA CODE 
AND PHONE # WHEN ORDERING 
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° A QUICK REVIEW 


When | first watch AH! MY GODDESS in Japanese, | was disapointed. | had heard so many 
people praising those OVAs and | found them ordinary, almost boring, without originality, 
It was the same male teenager fantasm story that we have often seen lately with VIDEO 
GIRL Al, and TENCHI MUYO! Or another first love story like | CAN HEAR THE OCEAN. Why all 
the fuss? 


I changed my mind completely when | warch it with subtitles. When you give attention to 
the story and if you watch more episodes, it is an animation that gets ro you. It ts as funny 
‘and addictive thon KIMAGURE ORANGE ROAD, The animation is good and the character 
designs are quite nice. Ir is a great entertainment and | cannot fail to recommand it since 
irwill be available very soon (June 29 forthe first three OVAs) from AnimEigo. Their subtitling 
is, as usual, very good. Unfortunately, | have found the translation strange compared to 
some fan subs | have seen, AnimEigo’s translation is most probably more accurate but the 
fan's one feels more smoot. Anyway, it is just a detail ond it does not make the animation 
less enjoyabie. 


This OVA series conclude with part 5. FOR THE LOVE OF GODDESS. Since it was release in. 
Japan only on May 17, it was foo late for us fo include a synopsis in this issue. Sorry. 


AnimEigo, Cat. ATO94-002/003/004, subbed, approx. 30 min. each, $19.95. *** 


The caralog numbers for the Japanese LDs ore JSLA 22101 ro 221085, They retails for¥5300 
(save for the fifth that retails at ¥6600, but it is 40-minute long). There is also at least one 
CD and nine manga volumes (published by Monthly Afternoon comics since 1988, around 
475 pages each, ¥450) 


OH MY GODDESS! © 1993 by Kousuke Fujishima, Kodansha, TBS and K5S Films. Licensed to 
AnimEigo by Kodansha, Ltd. Translation and Subtitles © by AnimEigo. 


CAST; Belidandy: Inoue Kikuko; Urd: Touma Yumi; Skuld: Hisakawa Aya: Morisoto Keiichi: 
Kikuchi Masami; Morisote Megumi: Fuchizoki Yuriko; Tamiya-sempai: Yanada Kiyoyuli 
Ooraki-sempai: Futamare Issel; Mishima Sayoko: Asami Junko; Aoshima Toshiyuki: Tobira 
Nobuo; Hasegawa Sora : Ootani Ikue; Kami-sarna: Ogawa Shinji. 


Claude J. Pelletier 


ANIMEIGO RELEASE 


The five episodes of OH! MY GODDESS will be released on 
tape in two stages: the first three episodes on 6/29/94, and 
the final two on 8/31/94. Each episode is priced at only 
$19.95. The first four episodes are approximately 25-30 
minutes long, and the final one (still in production in 
Japan) will be approximately 40 minutes in length. As with 
all recent AnimEigo releases, the 5 tape packages will 
combine to create a SpineScene™ image. Cat.# ATO94- 
002/006. 


Atthe same timeas the tape release, AnimEigo will release 
OH! MY GODDESS on two LaserDiscs, each priced at 
$39.95. The first, available 6/29/94, contains the first 3 
episodes, and the second, available 8/31/94, contains the 
final two. One episode on each LD will be in CAV mode, the 
other(s) will be in CLV. Cat.# AD094-003/004. 


Please note that the Animeigo releases of “Ah! My God- 
dess” will have different opening and ending credits than 
the original Japanese releases! Kodansha is providing 
“untitled” video for the opening and ending credits, they 
are planning to do bilingual English/Japanese credits and 
fix the mistitle. 
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AnimEigo. exclaims: 


Qoclcless! 


Gp WCE 


Videotapes $19:% 
Laserdiscs $392 


The hilarious story of young college freshman 
Morisato Keiichi who gets more than he bargained for 
when he goes dialing for dinner and ends up living 
with a real live, honest to goodness goddess -Belldandy. 


Moonlight Midsummer Burning 
Can he summon up the courage to put the moves on a & Cherry Night's Hearts 
girl who is literally divine? If only her two sisters Urd Blossoms Dream on the Road 


and Skuld would stop meddling! 

Enjoy AnimEigo’s Oh My Goddess!, five [ 4 ] 
heaping helpings of heavenly humor available on Evergreen For the Love 
videotape and laserdisc! Holy Night of Goddess 


“Anime YourWay>, 


P.O. Box 989, wif ip 
Phone: high mi 


e@oeeveeeeovoeeeeeeoeeeeeeeeeee eevee 


MANGA REVLEW 


There have been many who praised shojo manga (manga for girls) over 
shonen (for boys) during the last few years, but never before did we have 
the chance to see one on the mainstream American marker. There is no 
way fo tell whether Promise did well or nor, but we will nonetheless rake 
the time to review ir, if only because it is a first, and as such deserves some 
attention. 


There are two stories, in Promise, one called “Since You've Been Gone", 
‘and the other one “Promise”. In the first one, some young lonely girl 
avoids relationships and experiences family problems until a mysterious 
young man enters her life and makes her realize thar she, at least, has 
life, something her twin brother, who died at birth, might envy her. The 
second story tells the tale of a man and his mistress spending time 
together behind the man's wife's back, while the wife herself — a tragic 
character if there was ever one — holds on to a purse her husband boughr 
her, even ar the risk of her own life. 


Both stories are a far stretch from the usual boys manga we have been 
exposed to so far in North America. Both are sensitive, gut wrenching and 
touching, and very litle action does occur between the first and the last 
page. Both are excellent reading material and will leave only the coldest 
hearts unmoved. We can only thank Viz Comics for bringing to us this new 
genre of literature and.can only hope thar in the furure, we will see more 
of them. **** 

Jean Carriéres 


BUBBLEGUM CRISIS 

GRAND MAL #2 
Adam Warren does it again, only this time, he doubled the fun. From the 
Dirty Pair, he goes on to work on the Knightly Quarrer, the Knight Sabers 
from Bubblegum Crisis. Last issue was a lengthy introduction to the main 
characters of the series. This one, we see a beginning of a story. Or do 
we? 


Starting at the top, we are still somewhat unsettled by the use of color by 
Adam Warren, whose heaving lining and inking can sometimes lead to 
crowded panels even without color. Sometimes, there is just plainly too 
much fo look at, and although it may be the whole point, it rends to 
detract from the story. As for the story itself, it is not progressing all that 
much yet, and for a four-part series, we might have expected something 
@ little more fast-paced. The ‘video sample’ plor device used in the first 
issue fo introduce background on the characters, although still used to 
hilarious effect, is beginning to wear thin and we can only hope it is nor 
going to last too long. Unforunately, Grand Mal is not turning our to be 
‘an outstanding series the way other Warren Works did, and thar might be 
due ro an underdeveloped script. We hesitate to recommend this book, 
burt is still Bubblegum Crisis, and as such it may be a good collector's item 
anywoy. *** 

Jean Carriéres 


M A REVIEW- 


VENGER ROBO 


Remember the old TV show? This Classic by Go Nagai, originally titled 
Getter Robo has been released by Viz Comics. The story is (so far) good 
enough, but the characters all look the same, and Venger Robo itself 
does not appear before the end of issue five. At least, the robot design 
looks good. After having taken part in a track and field competition, 
bright student and super athlete Go Ichimonji is attacked by a group of 
people determined ro rest his abilities. Before he can make sense of their 
intention, he is attacked by another group who really wants to kill him. 
VENGER ROBO is not Go Nagai's best work. Viz could have chosen 
something better like the horror series DEVILMAN. We do not recommend 
this manga unless you are an absolute Go Nagai fan. Ar: Ken Ishikawa. 
Story: Go Nagai. * 


Daniel Talbot Jr. 


DRAGONBALL 
At long last, the extremely popular martial art/comedy manga by Akira 
Toriyama is being translated, It never ceases to amaze me how some 
series can achieve such popularity before any translation is made. 
DRAGONBALL is no doubt one of the most dazzling examples of thar. Bur 
fear not, the waiting is over; the excruciating frustration is no more. As of 
now, five volumes have already seen print, and | am not talking abour 
a 32-page comic book formar: itis an average of 180 pages per volume! 


The beginning of the series is very different and much lighter than the later 
“Z' period we are most familiar with. The first nwo volumes introduce us to 
the young but immensely strong Songoku, who lives alone peacefully in the 
forest. That is, until the arrival of a young female teenager named Buruma, 
whois in search of seven mystical spheres called dragonballs. Those spheres, 
when reunited, summon the sacred dragon, who then grants one wish to the 
possessor of the balls. Songoku (who happens to own one left to him by his 
grandfather) decides to join Buruma in her quest. 


During their travels, they meer several new friends like the shapeshifting 
perverted pig Oolong, the equaly perverted martial art master Kame- 
Sennin, the very-shy-around-women Yamucha and many others. Vol- 
umes 3, 4 and part of 5 cover a great fighting tournament where Songoku 
and his new friend Kurinin square off against their disguised master Kame- 
Sennin. In the later part of volume 5, a new story arc begins involving a 
powerful organization called Red Ribbon. Ger those books; they are a 
must. The format is the same as the original manga and of excellent 
quality! DRAGONBALL is published by Glénat in... (er... |forgorto mention 
it) French! (Oops! Silly me!!). 


One thing is sure: those books are a big success in France, Italy, Spain and 
should be picked up by a North American comic publisher one day or 
another. **** 


Sylvain Durand 


BATTLE OF THE ULTRA-BROTHERS 
First published in Japan in the late seventies, BATTLE OF THE ULTRA- 
BROTHERS is an adaptation by Mamoru Uchiyama of the old ULTRAMAN 
TV series. Those include ULTRAMAN, ULTRASEVEN, RETURN OF ULTRAMAN, 
ULTRAMAN ACE, ULTRAMAN TARO and finally ULTRAMAN LEO. Other Ultra 
series were produced, but only after the publication of this ultra book (if 
this ultra-abuse of the word “ultra” annoys you, steer clear of this comic!) 


Nate, 


eeereeveeeeereeeeeeeeeeoeoeeeeeseeeveeeeeveeeeoeeseeeeeeeeeene 


« 


| 


SEER MEHR GARAERE NNER 


The basic story goes like this: many of the Ulrramen are being killed off 
by what seems to be their fiercest ennemies coming back from the grave 
(or should | say the monster graveyard), Each of the victims is brought 
down by his greatest nemesis. Ultraman falls before Zetton, Ultraman Jack 
succumbs before the combined might of Black King and Alien Knuckle, 
Taro is wiped out by Birdon and finally Ace is killed by... well, Ace Killer. 
However, everything is not as it seems. In reality, it is a super being called 
Jackal The Demon King who is assuming the guise of these monsters in 
order ro take revenge on the entire Ultra-Homeworld. By the end of the 
first issue, only Zoffy, along with a handful of Ultra-Warriors, stands against 
Jackal and his minions. 


It is very odd for Viz to publish a manga based on characters who are 
nearly unknown to the North American audience. Of the 8 Ultraman 
series produced, only 3 made it to the U.S. (excluding the terribly awful 
American produced ULTRAMAN THE ULTIMATE HERO which is being 
teleased this year). Since the characters are so little known, | fail to see 
what kind of interest the book could have to readers unfamiliar with the 
Ultraman folklore. 


However, if you happen to be even a casual fan of the classic Japanese 
series, this comic come as a very nice treat. The story is extremely faithful ro 
the TV series. All the characters have been correctly rendered and the art, 
which isvery nice, even allows a glimpse of expression on the ordinarely stoic 
faces of the Ultramen. If the plor seems simplistic, it must be reminded that 
the original TV series was never exactly Asimov fare. My personal dissatisfac- 
tion with the book is that | would have preferred to see more of the old 
monsters instead of the overpowered platirude they put in. 


In shor, if you are nor. an ULTRAMAN fan, avoid it! If you are a fan, throw 
away your Harvey comics and get this book! *** 
Sylvain Durand 


STREET FIGHTER II 


The greatest video game of all time is now in comic book format. 
Released by Viz Comics and Tokuma Super Action Series, this comic book 
shows some very nice art and quite interesting character designs. How- 
ever, do not expect much of a story in this comic — after all it is based on 
a fighting video game. 


On an anificial island, the City of the Future, something seems wrong since 
the city is becoming a ghost rown where the last activities are brought by 
the black market controlled by the “ShadowLaw”, a mob organization, 
and by a sport: Street Fighting. When two young orphans running a 
Chinese restaurant are threatened by gangsters, martial artist Ryu comes 
to the rescue and must fight against an ex-boxing champion named 
Balrog “Round-One-Fight". 


This manga was originally in black & white, bur the added color is nicely 
done. Story and art are by Masaomi Kanzaki (XENON). This summer will 
really be big on STREET FIGHTER. There will nor only be a lot of promotional 
items (cap, key chain, T-shirt, etc), but also a live action movie directed 
by Steven de Souza, the Super Street Fighter Il video game will be 
teleased on home system, and a new animation showing all sixteen 
characters will be made. If you are a fan of the game, don't miss the 
comic book. ** 

Daniel Talbot Jr. 
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“THE ZENTRAEDI REBELLION 
ROBOTECH NOVEL REVIEW 


When we heard the coming of this series, our first feeling was excitement. 
Robotech was making a comeback! Then we were worried. Would it be berter 
than “The End of the Circle", a book thar left many the feeling thar the author(s) 
desperately wanted fo get it over with and start on something else? When the 
book arrived, yours truly hesitated. Did we really want fo be the first witnesses to 
what might be a catastrophy thar would sound the end of Roborech’s popularity? 
After a few minutes of dawdling and procrastinating, we took the dive and were 
nor disappointed ar all. The book fills the years between the destruction of both 
Macross and the SDF-4 by Khyron and the launch of the SDF-3 for Tirol, the 
homeworld of the Robotech Masters — a period which was always neglecred 
during the last decade. The first event described is the burial of the SDF-1, a 
ceremony offen imagined but never seen. As the last fires of the war are 
extinguished, Rick Hunter has the bad surprise of a Vice-Admiral rank dropping 
inhis lap. He does not want to “fly a desk” (quote), bur ADMIRAL Lisa Hayes drive 
her point across and he (VERY reluctantly) passes on the Skull leadership mantle 
Onto Max Sterling. Poor Max has problems of his own, since living with a Zentraedi 
wife proves more complicated than he thought, expecially when she is starting 
to disapprove the way the government is treating her fellow Zentraedi and the 
voice of the imperative gets stronger and stronger. We also learn why Dana is so 
tough and reckless. Imagine being raised by a Zentraedi... 


As the imperative continues to Iry and reassert itself, trouble starts brewing and the 
rumors of Khyron still being alive do nor help. The “solutions” imagined by the, 
ahem, incompetent leaders in the RDF High Command trigger many catastrophic 
events. This givesithe fledgling "Southern Cross Army” all the necessary leverage 
to intervene and solidly defear the Zentraedi. All this makes the background for 
the first actions of the much-celebrated Wolfpack and its leader, Johathan Wolf. 


Bur this is nothing compared to all the political maneuvering going on in the 
background. Senators Longchamps and Stinson, Wyatt “Patty” Moran and 
Anatole Leonards can really make your blood curl with their actions, moreso when 
you fake into consideration the amount of suffering they cause for the human 
race. Their monstrosity is beyond words. They lay down their strategies to literally 
Place the human race under their dominion, using all the necessary brutality to 
get where they want fo go. It gets even more interesting when (then colonel!) 
Thomas Riley Edwards joins their RA. 


We also witness Lazio Zand begin his search for godhood, with the unwitting help 
of Miriya and Dana Sterling, whose Zentraedi blood contains the elements which 
he uses to gain this famous “mindboost” he had long envied Emil Lang. We are 
also privy to the past events thar shaped the lives of many other characters, whose 
furure we already know about. 


This book is truly a little masterpiece of cunning. A lot of the questions about the 
“Lost Years” now find an answer while keeping up with the continuity. Incorpo- 
rating some. of the elements from Eternity’s comic book line into the already 
existing timeline was a good idea, and someone who has not read them will nor 
feel lost. The only problem some of the readers of the old novels might have is 
the small quantity of action. This is a political story, which explains the background 
for all the subsequent events in the saga. this makes it a must-read for the 
Robotech fan who really wants to dig deeper into the story. We strongly 
recommend to the reader to make a quick re-read of the "Macross" and “Southern 
Cross” novels to remember who's who so that he does nor suffer from a memory 
blank. All in all, an excellent and heartily recommended book thar will help 
better understand the Robotech Saga. **** 

Martin Ouellette 
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ROBOTECH #20 
PREVIEW 


Jack McKinney reports from his some- 
time home in Annapolis, Maryland, thar 
ROBOTECH #20 is completed and sched- 
uled for publication in April or May, 1995. 
In the meantime, De! Rey will continue 
to release omnibuses of the original sev- 
enteen novels of the ROBOTECH and 
SENTINELS series, with the second three- 
in-one compilarion due our in Septem- 
ber of this year. 


Provisionally entitled THE MASTERS’ GAM- 
BIT, ROBOTECH #20 is set in 2029 — two 
years before the starr of the Second 
Robotech War — and deals with an 
attempt by the Robotech Masters’ to 
penerrare EVE, as the SDF-1's mother 
computer was known. The action rakes 
place in Tokyo and Monument City, and 
in addition to featuring Anatole Leonard, 
Roif Emerson, Dana Sterling, Lazio Zand, 
and others, introduces a new cost of 
characters, some of whom show up briefly 
in END OF THE CIRCLE. and one of whom 
is prominently fearured in Bill Spangler's 
Eternity Comics miniseries, CYBERPIRATES. 


THE MASTERS’ GAMBIT is meant to serve 
as a bridge berween the SENTINELS’ se- 
ries and book seven of the original series. 
The revised reading order should now 
fead: ROBOTECH 1-6, THE ZENTRAEDI 
REBELLION, SENTINELS 1-5, ROBOTECH 
7-12, END OF THE CIRCLE. McKinney 
adds thar a furure book will probably be 
slipped between books nine and ten of 
the original series. 
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And the first three books in 
one special value edition! 


Get the books you’ ve been 
demanding—the brand-new 
ROBOTECH™ novel, the first 


in four years! 
© ) us, Bure Crv 
«3 HOMECOMING 
Ce ffeninne 


Have you read the entire Robotech™ series? 


ROBOTECH #1: Genesis ROBOTECH #10: Invid Invasion 
ROBOTECH #2: Battle Cry ROBOTECH #11: Metamorphosis 
ROBOTECH #3: Homecoming ROBOTECH #12: Symphony of Light 
ROBOTECH #4: Battlehymn SENTINELS #1: The Devil's Hand 
ROBOTECH #5: Force of Arms SENTINELS #2: Dark Powers 
ROBOTECH #6: Doomsday SENTINELS #3: Death Dance 
ROBOTECH #7: Southern Cross SENTINELS #4: World Killers 
ROBOTECH #8: Metal Fire SENTINELS #5: Rubicon 

ROBOTECH #9: The Final Nightmare ROBOTECH #18: The End of the Circle 


#1 in Science Fiction and Fantasy 


Published by Ballantine Books 


Order Dept., Random House Distribution Center, Westminster, MD 21157 
Call Toll Free 1-800-733-3000 Fax: 1-800-659-2436 24 hours per day, 7 days per week 
Harmony Gold USA, Inc./Tatsunoko Production Co. Ltd. 1987/1988 
ROBOTECH and SENTINELS are trademarks owned and licensed by Harmony Gold USA, Inc. 


IN JAPANESE! 


Greetings from the Japanese Animation Club 
of Toronto. Our club is involved in Japanese 
culture beyond following the anime. We are 
developing our own resource base of infor- 
mation which we hope some day will be 
accessable through a BBS, This material fills in 
background information which aids in under- 
standing the world of anime beyond the story 
outlines and character files on the programs. 
It has been suggested to me thar! pull some 
of the more useful files and rewrite them Into 
article format for publication, as a lot of the 
research | am doing is directly related to 
anime, but is not being covered in regular 
channels. [Two other articles have already 
been published: "How to Access New Sources 
OfJapanese Animation And Music” in PA #26, 
“Explaining Minmay: The Allure Of The Idol 
Singer” in PA #27]. 


This [article] is our club primer for taking the 
fear out of Japanese text and encouraging 
language studies. It Is a simple and basic 
introduction to what we have found to be the 
best printed aids in deciphering the three 
Japanese scripts. An article could be written 
‘on each step of the process, but the purpose 
Of this isto get overthe hardest hurdle: getting 
started. 


ist 


TS 
Are you tired of buying Japanese magazines, 
wishing thar you knew whar was going on? 
Wouldn't irbe nice to read the charts and ads? 
In no way will this article make you a perfect 
translator, but it will tell you about the rools 
you need to figure our tables of contents, 
titles, ad blurbs, and a general idea of some 
basic text, 


Look in a Japanese magazine, It looks hard. 
A large part of the problem is psychological, 
caused by your visual disorientation: you don't 
know where to start or where to go. If you 
found lanquage classes in schoo! difficulr, you 
also have thar mental block. Erase both of 
these emotional responses from your mind 


by James Standen Taylor 


and pretend that you have never looked or 
Japanese text. in fact, | want you fo pretend, 
‘or first, thor it's not even a foreign language. 
Instead, let's play o game. 


In “Affair On Nolandia® the Diry Pair had to 
play fun games ro tease their quarry into the 
open. | want you to do the same. Instead of 
doing the work of translating, | want you fo 
Play a game thar will have the side effect of 
gaining information. 


Here we go! 


LEVEL 1 


I's Saturday moming and you're a kid again. 

You just finished four hours on the all-anime 
cable channel and are chomping your way to 
the bottom of a box of Captain Crunch. Then, 
you see the free prize: it’san issue of NEWTYPE! 
(Come on, you're smiling already; roleplay). 

Tearing the plastic off you recognize what's 
happening. They've done this before: it's a 
new secret message from Kadokawe Shoren 
‘ond it’s time to spend the afternoon with your 
Captain Anime (Mr. CA) Secret Decoder Ring 
(SDR). Since CA is such a nice guy, he made 
his decoder ring such thar it can decode any 
prizes thar come from his world. Whar a saint. 
You haven't used it for a while, though, so let's 
review the rules. 


First, orient yourself. When the prize is foce up 
does the spine sir right or left? The direction the 
page numbers run is your clue. You need to 
know in which direction to rum pages. Note 
thar the citizens of CA's planet, Nihon, like lors 
of pictures and use quite a bit of English, borh 
of which help you get around. Nore thar the 
folks who made your prize are concemed that 
you do nor get bored. The English may get 
you in, but they have done ro things to keep 
the gome exciting. First, the secret codes not 
‘only run from left ro right across the page, like 
in English, but they sometimes run from top to 
bottom starring on the right top and running to 
the bortom left. Even more fun, there are 
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e 
EXPRESSIONS OFTEN. 
APPEARING IN ANIME eo 
Anata (anta), kimi You : 
Arigato Thanks 
Baka Idior, stupid » 
Gomen naisai I'm sorry » 
Ike Fire! 
Ikimasho Let's go! e 
rai I's hurts @ 
Kawaii Cute e 
Kakuii Cool « 
Kuso! Shit! © 
Matte Wait! © 
Nani? What? © 
Shine! Die! © 
So ka Isee... ¢ 
Wakarimas lunderstand * 
Watashi, boku, ore Ps 
Yamete/Yamero Stop ir! be 
Yore! Get him! ° 
Yatra! Idid irl ° 
Yoshi! Alright! ° 
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These variations of the basic kana 
sounds through the addition of a 
small marsisvalid both forhiragana, 
as below, and katakana. 


T 


Adding 9 small circle after the char- 
acter softens the sound. Thus an H 
becomes a P. The addition of wo 
small lines similar to quote marks 
hardens the sound. With this, K be- 
comes G, S becomes Z (or J), T 
becomes D and H becomes B. 


A 
K 
A 
N 
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three distinct game levels with their own 
codes, each more challenging than the lastto 
unscramble, capped-off with a final secret 
knowledge level which ties it all together. 
Forunately, CA has made sure thot all four 
essential SDRs have been exported fro our 
world and may be purchased at any good 
book store. 


Game One and Two are called Kano Levels. 

Here you need ro learn how to separate and 
identify them. Level one is the Katakana trick, 

requiring a Korakona SDR to solve, and level 
twoisthe Hiragona maze, requitingo Hiragana 
SDR to navigate. Leaming to identify the two 
codes so that you will know which SDR to use 
comes with practice or memorization, though 
in general you will find Hiragana to be more 
curved and flowing, while Katakana is more 
squared and sharp. There are 46 basic charac- 
ters in each kano set, each representing a 
distinct sound. Six are individual vowels (9, i, 
U, @, ©, ©), one is a single consonant (n/m), 
and the reminders are consonant-vowel com- 
binations (eg: ka, ke, ku, ke, ko, repeating 
the series with sounds for. . a. hm. y, rand 
‘afew special ones). Kana focuson sounds that 
make words. 


The Karakana game is a verbal word trick. 
They wont to ease you in so the first level is 


English words in code. Agood SDR forlearning 
this code is REMEMBERING THE KATAKANA by 
Morsbach, Kurebayashi G Heisig: Japan Pub- 
lications, 1990. Ir contains 0 good memory 
system, a proven teaching method, and a 
special supplement on learning how to re- 
member. Each character is given its own 
page, which shows you its proper form (in 
case you run into calligraphy or computer 
generations), and basic background informa- 
tion. The teacher is in the text and at the end 
‘are both a character chart and sound index. 


Another good choice is ALLABOUT KATAKANA, 
by Stewart, Kodansha International, 1993. 
The teaching system isn't as developed, but it 
has better charts, covers addition character 
combinations, and has deeper introductory 
material. More emphasis is given to learning 
the characters in conjunction with writingthem. 
Best yer, ir has a Karakana-English & English- 
Katokana dictionary. 


Though most Katakana represent English 
words, they can be used for any word from 
‘any language foreign to Japan, as well as 
names, sound-words (eg: plop), or technical 
words. They may even be Japanese words 
given emphasis, like our italics. The thing to 
remember is thot you must thinks of the word 
in term of sounds of the Japanese characters 


ANIME"WORED™ 


that would be used fo create it, This, com- 
bined with the way words get clipped, con- 
tracted and strangely mixed, shows why the 
dictionary is of help. Remocon, for example, 
means remote control, 


LEVEL 


The Hiragona Game is a bit of o maze. It 
contains the same sound setup asthe katakana 
Game, bur uses differenr characters and rep- 
resents Japanese words or grammatical func- 
tions. Don’t worry about that now. Ar this point 
‘all you want to do is be able to put the 
characters Into recognizable sounds. A good 
SDR for this level is REMEMBERING THE 
HIRAGANA, by Heisig, Japan Publications, 
1987. It'sthe sister volume to the first Katakkona 
book | discussed and uses the same formar, 
bur withour the leaming how to remember 
supplement, 


LEVEL 3 


The third level is the Kanji Jungle Game. This 
is where Captain Anime separates the game- 
masters from the players, The Kanji code is the 
‘one thar looks like complicated little pictures. 
They actually are stylized drawings with unique 
meanings. When the characters, variants and 
ways of combining them are added up there 
are about 85,000, ' Of these, 861 are consid- 
ered basic; while abour 2,000 will give you 
passable literacy.? Knowing about 6,000 is 
the general upperlevel, buronly abour 3,300 
‘ore needed ro read the average magazine. 
Having a handle on the top 500 Kanji will 
usually cover 80% of an arricle, while knowing 
the top 1,000 will boost you to 94%.* A fun 
way to study the top 300 is READ JAPANESE 
TODAY, by Walsh, Charles E. Turtle Company, 

1992 


The Kanji were picked up by the Japanese 
from China and modified ro fit their needs, so 
there |s often more than one way to read 
them. The Chinese reading is called ON; the 
Japanese, KUN, Some referto more than one 
ONorhave multiple ON readings. About wo- 
thirds have only one ON or one ON with one 


KUN.> Since each character has a specific 
meaning, oF set of meanings, in itself, this is 
importanr. Thankfully, the more common o 
Kanji is, the simpler it tends to be. 


The SDRs for this level are not as complicated 
‘asthey look. They contain more than one way 
to find the characters. First, you can find them 
by pronunciation. In most cases that is useless, 
but if you know, for example, how to pro- 
nounce someone's name, you can locate the 
characters thot likely form it. Second, and 
probably where you will stort, is the stroke 
count index. Each character is formed by a 
precise number of strokes and the index 
organizes them by numerical quantity. There 
are some tricks to learn. The biggest is that 
strokes and lines are not equivalent, A box for 
example, has four line, but in Kanji is com- 
posed of three strokes. Thar is why you want ro 
Pay attention to the drawings which show you 
how to make Kanji. Two-thirds of the Kanji 
have between 9 and 12 strokes.° Third, char- 
acters can be found by their root radical, This 
Is more advanced, bur worth learning. Ir is 0 
lot faster than using the stroke index. Each 
character is itself either a root form or is 
composed of a basic roor form with additions. 
(IF Mr. Kanji-Master is reading this, remember. 
it's only introductory: calm down!) The bulk of 
your Kanji Guide is organized by this root 
system. If you know or can fell what is the roor 
figure of the character for which you ore 
looking, you can combine it with a stroke 
count and quickly find it in most cases. If you're 
confused, remember it's only a game. I is 
teally only an advanced version of the one- 
of-these-things-is-not-like-the-other game 
played on Sesame Street. You could also 
compare it to a word-search crossword where 
each word ison a different page. Taking rime 
To read the operator's instructions in your 
book, combined with a little proctice. will 
clarify things. 


This Game Level is where you need an SDR 
more than ever; and it needs to be a good 
‘one. A minimum inexpensive one is A GUIDE 
TO READING & WRITING JAPANESE (Revised 
Edition), by Sakade, Emori, Friedrich and 


for students 9 


NELSON 
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& WRITING 


SHIN; ma, truth, reality 


SRM shashinki, camera 
AE manatsu, midsummer 


Here is a sample entry form Reading & Writing Japanese. For this kanji, it gives an ON 
and a kun, its meaning and the meaning of some of its combinations. 
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Ohashi; Charles E. Turtle Co., 1990. Its intro- 
ductory article is adequate and shows you 
how to calculate stroke counts. It contains wo. 
guides, The first covers the top 681 choracters 
in the same order they are learned by Japa- 
nese school children. Eniries show the full 
written chorocter, how it is written, a stroke 
number, an index number, ON and KUN 
readings, English meaning, and two or three 
compound words in which it is used. The 
second guide includes the original 884 Kanji 
in a directory of 1,850 general use Kanji 
organized by stroke count. The characters 
within the stroke sets are grouped by radical. 
though thar does nor hinder you from just 
looking till you find your prey. There are five 
addendums: a list of Kanji which needed to 
be re-added to the basic list offer the Japa- 
nese government cut it down; Kanji which 
have been simplified, bur which you might 
Tun info in original form; characters which ore 
officially dropped, but still in populer use; a 
Karakana and Hiragana syllabery chart; o 
chart showing sound changes as a result of 
special kana combinations. The only separate 
index is phonetic. 


While the above book is a nice way fo 
inexpensively dabble, your practical mini- 
mum should be KODANSHA’S COMPACT KANJI 
GUIDE, Kodansha Intemarional Lrd., 1994. Ir 
covers 1,945 essential Kanji with 18, O00com- 
pounds, Those compounds are important. 
since they are very commen. When a charac- 
ter is compounded with another, it often 
changes meaning rosome degree. This quide 
has given priority to compounds which are 
currently used both popularly and in business. 
Introductory articles are very helpful, explain- 
ing character usage, how to choose between 
ON and KUN readings, how to figure out 
radicals, and a complete explanation of how 
to find Kanji and how fo fead the entries. The 
bulk of the guide is organized by radical first, 
then stroke count of the rest of the full figure. 
A radical index runs down the edge of each 
page so you always know where you are. 
Entries show the full figure. how iris drawn. ON 
& KUN readings, and a nice number of com- 
pounds. The Japanese figure is on the lef, 
then the pronunciation is given in kana, with 
the English meaning on the right. The beauty 
of this quide, however, is its extensive cross- 
indexing. On the inside front cover is a flow 
chart showing how to most effectively use the 
indexes. The chart of radicals is conveniently 
on the inside of the back cover with numbers 
corresponding fo the radical number in the 
text. Every figure is then logged in each of 
three separate indexes, First, listed by radical. 
including variants ond near misses which di- 
fect you To the correct one. Second, by ON/ 
KUN pronunciation in kana. Third, by stroke 
count. All indexes ore number cross refer- 


encedio the text. All you need to do is locate 
the Kanji figure and follow its number. 


The Holy Grail of Kanji guides is THE MODERN 
READER'S JAPANESE-ENGLISH CHARACTER DIC- 
TIONARY (Second Revised Edition), by Nel- 
son, Charles E. Turtle Co., 1991. This brute 
contains 5,000 Kanji, 10,000 variants current 
readings. and 70,000 compounds! It'sexpen- 
sive, but if you are really serious, it is indispen- 
sable. Introductory material, mostly in appen- 
dices, is extensive, showing you fully how ro 
use the guide, recognize radicals, count strokes, 
‘avoid common errors, increase your search 
speed, use kana, learn the 881 characters in 
school order, and numerous other items. The 
author has developped a very sensible 12- 
step program that is almost faultless in locat- 
ing Kanji quickly and effectively. The root 
radicals are conveniently on the inside front 
coverandarunning index goes down the side 
of each page locating where you are in the 
overall scheme. The information conrained in 
the entries is foo much fo describe here, bur 
the main difference is thar they do not show 
how the figure is drawn. As it includes so much 
additional information and gives the stroke 
count anyway, the missing drawings are nota 
problem. 


You can now finally decode that secret mes- 
sage. Since you are not going to be decoding 
huge blocks of material ar first, | suggest thar 
you write out in Japanese on a single line what 
you want to unravel. In the Japanese text the 
period marking the end of a sentence is an 
open circle, Writing the sentence is good 
practice and helps you easily count strokes, 
On the line below, write in the sounds of the 
Kanji and Kana which you have identified 
with your SDRs. On the third line put what the 
Kanji mean, decode the Katakana, and 
recopy the Hiragana sounds. You want the 
Kanji sounds and meanings on separate lines 
because they could be names. Younow have 
bunch ofnounsand verbsin English separored 
by nonsense. If you are dealing with simple 
samples like titles, ad blurbs, song names, 
efc., you should have a good general idea ar 
this point what the topic is: even a basic idea 
of whar is being said about ir. 


LEVEL 4 


The final game level is tying it all together. 
Look at your sentence again, The Kanji are 
used for nouns, verb stems and adjective 
stems. They usually mark the beginning of o 
word. The Karakana groupings usually stand 
as words themselves. It is the Hiragana, how- 
ever, thar tle it all together, Print-wise, o 
Japanese sentence is blocks of Kanji and 
Katakana held rogether by Hiragana, which 
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do two things. First, they show the tense of 
verbs and adjectives. Second, they reveal the 
incredibly important particles. 


In the English word “running”, “run” isthe stem 
‘and “ing” tells about tense (past, present, 
future, etc, ). Ifit were a Japanese word, “run” 
would be in Kanji and “ing” in Hiragana. The 
actual Japanese word is “hasshiru" (to run). In 
print, "hashi” is Kanji, and “ru” Hiragano. This 
is another reason you want the pronunciation 
of the Kanji on a separate line from its mean- 
ing in your decoding work, Now you can look 
it up in a romanized dictionary. These books 
Take Japanese words and spell them out in 
English letters, exactly what you did in your 
decoding. There are two very good ones, First, 
THE BASIC JAPANESE-ENGLISH DICTIONARY, by 
the Japan Foundation, Oxford University Press, 
1990. Ir has 3,000 enrries printed in parallel 
Jopanese and English columns, identifying 
parts of speech, giving examples of usage, 
‘and cross-referenced. There's even an intro- 
ductory grammar in the back, Second, 
KODANSHA'S ROMANIZED JAPANESE-ENGLISH 
DICTIONARY, Kodansha International Lrd., 
1999. It covers 16,000 words, defining them 
‘and using them in samples, including foreign 
loan words. While there is no grammar, it 
does have appendices detailing the conjuga- 
tion of verbs and adjectives, as well as ex- 
plaining the complicated Japanese counting 
system. A final helpful book for verbs is THE 
COMPLETE JAPANESE VERB GUIDE, by The 
Hiroo Japanese Center, Charles E. Turtle Co., 
1989. It conjugates the 600 most common 
verbs so you can tell immediately with what 
tense you're dealing. 


Particles glue Japanese sentences together. 
Examples of Enalish particles are “for” or “in” 
Where word order in English identifies parts of 
speech (subject, verb, object. efc.), in Japa- 
nese it is the job of the particles; word order 
does nor mean a lor. A basic book on Jopo- 
nese grammar discusses these. It will also 
show you how to divide a verb stern from its 
tense indicators, You need to be able to do 
this to find their listings in dictionnaries if you 
have anything outside of present tense. One 
is JAPANESE GRAMMAR, by Akiyama, Barron's 
Educational Series, 1991, One thar is a litle 
more advanced is ESSENTIAL JAPANESE GRAM- 
MAR, by Bleiler, Dover Publications, 1963. 

Both are short and sweer, bur will meer your 
needs by showing you how the sentences are 
structured in Japanese. They will fill you in on. 
little tricks like the fact thar while English 
sentences are subject-verb-object, Japanese 
‘ones are subject-object-verb. A book that 
completely dissects particles is Chino’s ALL 
ABOUT PARTICLES, Kodansha Intemational, 

1991. 
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At this level we're playing a complicated 
gome, but just like any video game you only 
have to go ashigh as you wanr. The more you 
practice your playing strategy, the easier it will 
be to reach the next level. Language. itself, is 
@ game of defining realiry. 


END GAME 


Before | go, let me tell you of a few other SDRs 
‘and why they ore helpful. First, an English- 
Japanese dictionary is useful when you think 
you know whar a character might be, but 
need something to check your quess against. 
An inexpensive bur full one is Kai's ALL 
ROMANIZED ENGLISH-JAPANESE DICTIONARY , 
Kodansha, 1973; it even has o basic gram- 
mar. Second, something explaining Japa- 
nese prefixes, suffixes, conjunctions and other 
function words. (Don't you wish you'd poid 
more attention to English grammar class now? 
Areview probably won't hurt. Timothy Vance's 
INSTANT VOCABULARY THROUGH PREFIXES 
AND SUFFIXES (Kodansha, 1990) is useful, bur 
nor as much as A HANDBOOK OF JAPANESE 
USAGE, by Francis Drohan, Charles E. Tuttle 
Co., 1994. Finally, anime and music lyrics 
both use alot of slang and idioms which make 
no sense when decoded literally. An English 
example is “break a leg”, which means to do 
good, bur the meaning is lost to someone 
who does nor understand the idiomatic us- 
age. They think you want ro break someone's 
leg. Japanese idioms and slang range from 
the traditional and culturally acceptable ro 
the hyper modem and often rude, On the 
traditional side are Corwin's A DICTIONARY OF 
JAPANESE AND ENGLISH IDIOMATIC EQUIVA- 
LENTS (Kodansha, 1968) and Sasaki’s THE 
COMPLETE JAPANESE EXPRESSION GUIDE (Tuttle, 
1993). On the modern side are Geers’ MAK- 
ING OUT IN JAPANESE in two volumes (Yen 
Books, 1991) and Constantine's JAPANESE 
STREET SLANG (Tengu Books, 1992). A cure 
middle-ground book is Maynard's 101 JAPA- 
NESE IDIOMS (Passport Books, 1993). A subdi- 
vision of slang is onomatopoeia and mimesis: 
words that imitate sounds or actions (eg: 
“plop”). Try Fukudo's FLIP, SLITHER G BANG: 
JAPANESE SOUND AND ACTION WORDS, 
Kodansha, 1993. 


The only other thing | could encourage is thar 
you take an introductory Japanese course. | 
just finished one and it didn't kill me. In fact, 
grammar and language were my worst sub- 
Jectsin school, bur now thar! have such a grear 
motive like my onime and Jopanese rock 
music, you wouldn't believe my progress! If | 
can do it, so can you. Just remember to think 
of rasa game. Agame that never has to end 
and in which you can always gain experience. 
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4. NELSON, Andrew. The Modem Reader's 
Japanese English Character Dictionary. 
Charles E. Turtle Company, Vermont, 1991; 
front cover fly-leof. 

2. SAKADE, Florence. A Guide To Reading & 
Writing Joponese. Charles E. Turtle Com- 
pany, Vermont, 1990: p. 9 

3. Kodansha's Compact Kanji Guide. Kodansha 
Internarional Lrd,, New York, 1994; p, xvill, 

4, Ibid, p. xvill 

5. Ibid, p. xv. 

6. Ibid, p. xxiv, 
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IN OF OTAK ENERATION 


An East Coast Japanese Animation Fan Convention 


At the Days Inn Penn State; _ College, PA 


Featuring Comic Artist Guest of Honor 


Robert DeJesus 


Artist of Small-Bodied Ninja High School Fame 
Other work featured in Protoculture Addicts, 
and Dark Horse's BubbleGurn Crisis comic 

Other Fandom and Industry guests include 
Lorraine Savage - Editor of The Rose and founder of Anime Hasshii 
Steve Pearl - rec.arts.anime InterneVUsenet personality 
Sue Shambaugbh - Professional/Fan Translator 
Dave Fleming - Translator and Fan-Subtitling veteran 
Neil Nadelman - Freelance Translator, also with U.S. Manga Corps 
Claude J. Pelletier - Protoculture Addicts 
Marc A. Vézina - Mecha Press 


® 
Anime Video Theatres & 
& 
7 


Art Copyright© Robert DeJesus 


Anime Model Competition @ 
And Much More! 


Registration Information 
$21 - on or before May 31, 1994 


o 
Ma Panel Programming 
4 Dealer's Room 

S Art Show and Auction 
im Workshops 

-] Music Video Contest 
fe) 

oO 


| Name. 
$25 - at the door 1 Check if you would like 
$15 - one-day at the door 5 moreinformation abou 
Send check or money order, along with the registration form to: 1. ty 
OTAKON '94 Registration : NDdcie Coat 
c/o Bill Johnston a CDealer space 
661-A Waupelani Drive gPhone... C)Arttist space 


State College, PA 16801 O Volunteering 


(814) 867-3478 


B email address 
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VIDEO 


REVIEWS 


ANOTHER 
BUNCH OF 
VIDEOS 


oes by Martin Ouellette 


ARCADIA OF MY YOUTH an .. 


Ir would be pointless for us to describe in detail what happens in this movie. It has 
been seen countless times by countless fans, so lef us not get into this. A number 
of fan groups made subtitles versions of it and a rather badly dubbed version was 
feleased for sale a few years ago. This new version is better than any other one 
we have seen so far and has some yet unseen segments (particularly the part with 
the first Phantom F. Harlock, the explorer), so it makes for an interesting viewing. 

Some of the big errors we had noticed before in the translation were edited. This 
crew did not jump our of the ship to lighten it bur because the Witch’s poweer 
comes from the life force inside the ships she devours. But all this did not save this 
movie from itsterrible original editing (some events just don’t make sense) or from 
its unbelievable story about the genetic link between Toshiro and Harlock. The 
bad guys. are cheesy and non-threatening to the point of being laughable. The 
mood of the entire movie is suitably dark, however, and the music, as would be 
expected on a Matsumoto animation, is superb. For ourselves, we preferred the 
French TV series (ALBATOR, LE CORSAIRE DE L'ESPACE). The characters were more 
Interesting (Harlock was really dark in there), the ships looked sharper and the 
music (ar least the French version) had drive. Iris just oo bad rhar the movie was 
noras good asthe series. We would actually recommend this movie to all Harlock 
fans, but the (rare) ones who have not seen it will find it a little strange. Still, a 
good catch and a good job by AnimEigo. AnimEigo, Cat.# ATO93-009, subbed, 

130 min., $39.95. "** 


DAGGER OF KAMUI~ as eee 


With Yotoden, this is one of the best “ninja against all odds" flicks | have seen so 
far. Although it was inspired from a manga, the difference between the 
animation and the comic are staggering, especially the difference between the 
characters. The story is very complicated and consists of plots and sub-plots, which 
intertwine in such ways as you often ask yourself what the heck is going on. And 
thar'sjust the way | like it! All kinds of references to all kinds of sources (The Treasure 
of Captain Kidd and Mark Twain, just to mention some) make the story incredibly 
fun to decipher. Be attentive to what's going on or you will fell lost! Some of the 
characters were, at best, uninteresting while others, like Jiro’s sister, are quite 
simply delightful ro look ar. The only problem | found with this animation is the 
music. Some of it is alright. bur the other part does nor really fir with the mood of 
the movie, especially a hard rick piece that | found very damaging to the 
atmosphere and reminded me of some of the most brural musical transgressions 
in Buichi Terasawo's stuff. The only other thing | can gripe on is the length of the 
movie (nearly two hours and a half!), which will probably tax the attention span 
of some viewers. Just relax and prepare yourself for a long evening, that's all. You 
will nor feel cheated by this movie! And the reason given for all the torments 
endured by Jiro is rather interesting, especially for history buffs. AnimEigo, Car. # 
AT093-008, subbed, 132 min., $39.95. **** 
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TENCHI MUYO! EPISODES Ill & IV 


Those episodes are as hilarious as the first two (see review in PA #27 p. 23). 
Episode 3 isa little more serious because of the character development it contains. 
First, we get to meer (at last) Ryo-oh-ki, the cabbit/spaceship. Also, Tenchi and 
Ayeka discover thar they rather like each other and (surprise!) this does not please 
Ryoko or all. We also discover the real identity of Tenchi’s grandfather. In episode 
4, the whole gang goes to Tenchi’s grandmother, who owns a bath near a hor 
spring in the mountains. Who says bath says nude scenes and, of course, the 
tempration to peek for Tenchi's father. This is where Ryoko and Ayeka fight their 
first battle to decide who will get Tenchi. As always, Ryoko overdoes it and 
unleashes forces that she cannot control. At thar moment, a ship — sucked In by 
the vorrex created by Ryoko — crashes on Earth. Its passenger is a ditzy Galactic 
Patrol officer named Mihoshi, who is in hor pursuit of a dangerous space criminal, 
Kagaro. Unfortunately, Mihoshi displays the |Q of a grapefruit and Kagato is on 
his way, looking for the Jyurai princesses, who are supposed to possess the greatest 
energy source of the universe. For the first time, Ryoko is showing some 
uneasiness. Those episodes are as good as the first ones and offers the same 
advantageous format. The dubbing is nor perfect (there is always someone to 
criticize), bur for the same price you have the original, the dub and the sub 
versions! It was already quite funny to watch in original Japanese, so now this 
Pioneer LD is really a good buy! **** 


CRYING FREEMAN 


Although there are some differences, the animation of Crying Freeman is very 
much the same as the comic. If you have seen “The Professional (Golgo 13)", you 
have seen Crying Freeman. It is nearly identical in its story, but Freeman treats the 
female characters like human beings, which is nor the case in "Golgo 13”. | must 
say that the depiction of sexual dominance over women really pisses me off. 
While “Golgo 13” exactly fired the stereotype. it is nor the case with Crying 
Freeman. Yes, there are some sexual situations, burt they are by far eclipsed by 
the sheer violence shown, Ger your little brother (or sister) our of the room before 
warching this, please. | was rather pleased with the characters, though. they are 
exactly the same as in the manga, which is a good thins as | really like Ryochi 
Ikegami’s drawing style (he is doing “Sanctuary at the moment, a manga which 
is probably one of the best published af this moment. When is the animation 
coming?). The music is unremarkable (that is never a point in favor) at best but 
there is sufficient atmosphere so that ir is not foo damaging. Ir is a good video, 
but do nor go our of your way to buy it. Very violent and definitely not for kids at 
all. Streamline Pictures, Cat.# 90663, Dubbed, 50 min. *** 


NEO-TOKYO 


Another compilation in the "Robot Carnival” genre. | must say that | find Neo- 
Tokyo more interesting, as the sketches are considerably longer thar its predeces- 
sor's. The first one, “Labyrinth”, is directed by Rin Taro and is, as always with Taro's 
stuff, very, very weird. So weird that some people may find it hard to digest. The 
next one, “Running Man", is quite simply a masterpiece and | personnaly think that 
it beats “Akira” hands down! The mechanical designs, the characters, the music, 
the dark, “Blade Runneresque” atmosphere, the sheer, horrific realism of ir all 
makes it a must have in any animation buffs collection. "The Order to Stop 
Construction”, by Katsuhiro Oromo (yes, yes, the guy who did “Akira”) is very well 
done and is, in fact, quite disturbing in it's “look what happens when you 
mechanize too much!” message. Of course, the animation is not as good as 
“Akira”, but is well over standard nonetheless. The compilation finishes with the 
end of “Labyrinth”. The dubbing is excellent in all three skerches. If you are looking 
forsomething different, Neo-Tokyo isit. Streamline Pictures, Cat.#90723, Dubbed, 
50 min. **** 
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VIDEO REVIEWS 


ANIMATED JAPANESE CLASSICS 


This is interesting, as it actually reveals to us a (tiny) bit of the Japanese way of 
thinking. The tape contains two small sketches, less than 25 minutes each. The first 
one, “The Izu Dancer’, is pretty cure and is done in a style we found unfamiliar. 
The animation will nor impress anybody but it gets rhe message across easily. The 
second one, “Winter Ballerina”, is done ina more modern style but the story is less, 
well, believable than the first. Now, a warning must be given here. These stories 
are Japanese, probably more Japanese than any animation we have seen so far; 
as the “Winter Ballerina” skerch shows. The solution to the male principal 
character's problem seems obvious to an occidental, bur his choice is purely 
Japanese and, must we say, will probably anger some people. Please do not 
loose your cool and judge the Japanese culture, as it is fantastically different from 
ours. Choices that seem obvious ro us are not necessarily so for them. This rape is 
part of a collection made especially to introduce Occidentals to Japanese culture. 
It is interesting but amareurs of action animations, stay away. (Personally, | loved 
it.) CPM, Car.# CPM 1139, Subbed, 52 min., $29.95. *** 


DEMON CITY SHINJUKU 


Well, another one of those “Wandering Child” clones, but without the gory sex. 
It's not that it was not good. I’m just getting tired of the genre, | suppose. Here's 
alittle rundown of the story. Shinjuku Quarters, Tokyo, Japan. Two men are duking 
It our with swords on top of a high rise. One battles for Good, the other one for 
Evil. The good one loses and the evil one promises his masters that it will rake him 
ten years to create a hell they will feel comfortable in. Ten years pass, and the son 
of the good guy takes his father's job and goes back to fight the bad who is waiting 
for his masters, which should be appearing any minute. The rest is rather easy to 
guess, isn’t ir? As | was saying, it's nor thar it isn't good, its just that | have seen the 
same predictable plot roo many times now. Oh, rhe characters are very nicely 
done (especially the bad guy) and one of rhem, called Mephisto, is suitably 
intriguing, The music is also good, The damn thing was just thar! was slightly bored, 
as | had seen too many identical stories in the last few months. It seems that 
“Urotsukidoji" sold well and everybody gor on the gravy train, If you really like the 
“normal people (with great powers unknown ro them) fighting the armies of Evil” 
style, | recommend "Doomed Megalopolis” which is much better. Buy “Demon 
City Shinjuku” if you imperiously need to collect you collection. Good stuff but there 
are more important things to buy before thar. USMC, Car.# USM 1107, Subbed, 
82 min., $29.95. *** 


DETONATOR ORGUN PART I 


Another good surprise from USMC. We had seen ORGUN a year ago and, ro be 
perfectly honest, we had nor understood a single thing of the plor. With the 
subritling, it is still a little hazy, since this is only episode 1 and focuses more on 
character development than anything else. Tomoru Shindo is a college srudenr 
and fierce adept of the psych-sim game (which you play in your dreams). Lately, 
his games have been invaded by a strange alien powersuit and monstrous 
invaders. Little does he know thar the suit is real and is being built by the Earth 
Defense Force, wth the help of Michi Kanzaki, a young intelligence researcher. 
Tomoru's nightmares become true, and the aliens in pursuit of Orgun arrive on 
Earth and send one one of their most powerful warriors against him. As the 
monster begins Its rampage, the EDF tries to stop it, to no avail. Orgun contacts 
Tomoru and explains to him that they must link, but Tomoru refuses. Orgun does 
nor have either the rime or the inclination to talk him into it and Tomoru finds 
himself in the obligation to defend his life against monsters that seem to come 
straight out of his dreams. And this is a brief summary of the first episode! The 
characters, Michitako Kikuchi (Silent Mobius) are really sleek (especially Tomoru) 
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and the mecha are downright awesome. Not only do motorcycles change into 
powersuits, but planes, helicopters and tanks as well! Also, the story seems very 
promising. We really enjoyed the closing credits song by P-model and are 
anxiously awaiting part 2, USMC, Car, # USM 1088, Subbed, 57 min., $29.95. **** 


=== GALL FORCE 3: STARDUST WARS 
The last episode of the first GALL FORCE trilogy, STARDUST WARS is also the logical 
conclusion to the senseless war the Solnoids and the paranoids have been waging 
against each other for eons. At last, we learn who Catty is and what her purpose 
is. It seems that she was an overseer, placed in different strategic points of the 
Solnoid army ro make sure that the plan ro create a third race would work well. 
All these explanations are given by Caprain Carty Nebulart, the original! The end 
is rather sad, as Catty atremprts to bring peace fail and the only recourse left is to 
store ALL solnoid knowledge into a microchip and lunch it in direction of the Ninth 
solar system, where the new race is developing. This gives us an inkling of what 
happens in GALL FORCE: EARTH WAR. One of the most poignant images.is the 
last scene with Lufy speeding to her death. However, the sadness of the ending 
is somewhat lessened by the knowledge that Rabby, Eluza and all the others did 
nor die in vain, This video Is a nice tie up to a very good OVA series done in the 
“Golden Age” of Artmic. The evolution of the character designs (by Kenichi 
Sonoda) is very nice, especially Shildy’s. The animation itself is first rate, with good 
pacing and wonderful colors, We also mention the excellent soundtrack and the 
flawless subtitling of U.S. Manga Corps. All this makes it a must, but be aware that 
buying STARDUST WARS without the first nwo OVAS is pointless. Since ir concludes 
the first GALL FORCE storyline (and since the subsequent OVA, EARTH WAR, did 
not meet the expectations of many), it could be considered rhe best one. **** 


ICZER-3, VOL. I 


Another cool release by Central Park Media! Afrer "Hades Project: Zeorymer’, here 
comes the OVA series on Iczer-One''s little sister. Although quite different from the 
older “Iczer-One” OVA, Iczer-Three gives the old background a rejuvenation 
treatment. Iczer-One fights Neos-Gold. Badly wounded, Iczer-One can only react 
in stupor at Neos-Gold’s declaration that “she” will be waiting for her to heal for 
their final battle and thar their final battleground will be the Earth her beloved 
Nagisa died ro protect. While Neos-Gold takes possession of Earth, Iczer-One, in 
accord with Sister Grey (her “mother”), decides to send her little sister, Iczer-Three, 
to protect Earth with the help of Nagisa’s descendant, Bur Iczer-Three is inexpe- 
rienced and Iczer-One is worried abour her. As the Earth Force's lunar base is 
destroyed by the first of Neos-Gold’s High Warrior Fiber, Iczer-Three arrives to save 
the crew of the “Queen Fujii’, the last cruiser on the base. And, to their 
amazement, this diminutive, albeit fantastically enthusiastic, version of Iczer-One, 
Tips through Fiber's creatures and wipes her burt soundly. Neos-Gold is nor pleased 
and sends “Insect” (supposedly the most powerful of Neos-Gold’s High Warriors). 

Iczer-Three screws up and forces the Queen Fujii fo go to Earth. Later, Iczer-Three 
finds Insect’s hideout and after a rather short fight, Insect decides that she is quite 
outmarched and switches to her Giant Roach form. Iczer-Three teleports ro Nagisa 
and tells her ro be prepared fo fight, as she is calling Iczer-Robo and Nagisa will 
have to help her pilot it. Iczer-Robo gets rid of Insect, but Neos-Gold appears, toys 
with Iczer-Robo and uses up all of Nagisa's energy. Iczer-Three stands beside a 
passed out Nagisa, wondering whar will come next. Lors of action, lors of fun, cure 
heroines, cool mecha designs and more. Just plain fun. And CPM announced that 
they will subtitle "Detonator Orgun”. Lors of stuff coming our way and “Iczer-Three" 
is not the last. USMC, Car.# USM 1092, Subbed, 60 min., $29.95. **** 
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A WIND NAMED AMNESIA’ 


We had not heard much about this animation prior to its release, and did 
not quite know whar to expect. As most self-respecting otaku, we had 
seen the original Japanese version and had understood very little of the 
dialogs, let alone of the story. Like most who did not have access to. a 
synopsis, we found it enjoyable ro look at, but shelved it with a shrug and 
forgot about it. Until we finally saw the subbed version by US Manga 
Corps, thar is. 


First, rhe premises. Not farin the future, a wind has swept all over the world 
and robbed Mankind of its memories, language and lore. Withourthem, 
Civilization crumbles overnight and Man returns to its basic instincts. A 
young man named Wararu has somehow been able to salvage some 
knowledge and roams the world in search of wrongs to right and people 
to befriend. Early during his wanderings, he meets a mysterious white- 
haired woman who appears to have retained her memories and who 
accompanies him in his travels, witnessing his hopes and helping him 
escape the wrath of a machine gone berserk which tracks him throughout 
the entire story, 


AWind Named Amnesia is a wonderful “What if” tale speculating on what 
would happen to civilization and to Man should our race lose its entire 
memories. Whar becomes of us? What long-buried instincts will resurface 
first? What is the true soul of Man? Who caused this wind named amnesia? 
And, more importantly, is it permanent? 


This anime has a rather simplistic story composed of various episodic 
encounters which show that Wataru, the last real human on Earth, has a 
good soul and a good heart. At the end of the story, we learn why 
Mankind has lost its memories and what is going to happen next. Bur 
we're not telling. Find out for yourself. 


We found A Wind Named Amnesia to be a powerful story, not because 
of its structure and storytelling, which were somewhat weak and dis- 
jointed, but because of its atmosphere and its message. It has a 
compelling theme, beautiful musicand. script which, although occasion- 
ally weak, is laden with double-talk and foreshadowing. It is obvious, 
however, thar this story might have benefitted from being a series of half 
hour OVAs instead of along one. Each small episodic encounter is so well 
cut from the other ones thar it definitely feels like patchwork, not like one 
long streamlined story. All in all, however, this is a very minor gripe 
compared fo the powerful feeling that the viewer is left with ar the end. 


A Wind Named Amnesia is good. There is no one-two about it. Ir is 
original, creative, well-drawn and highly interesting. You, as we did, will 
begin watching, and will not stop before it is over (and even if you are 
tempted to go away, stay until the end anyway). And arthe end, you 
willsay, as we did, “Thank you” to those who did it, USMC, Cat. #USM-xxxx, 
subtitled, 80 min., $29.95 **** 

Jean Carriéres 


NIE AWRY 
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==" AMBASSADOR MAGMA VOLUME 2 


Let us put your fears to rest right away: volume 2 issomewhat better than 
volume 1. It is not thar the story gets more interesting, but it becomes 
easier to ger into it. There are a few things in there which, if they are well 
developed in the following episodes, could make for interesting plot 
twists. However, the villain still looks as ridiculous as before. We found him 
to be stupid and not even impressive-looking. He is a disgrace to all 
anime villains! To boot, Magma's design is a roral disaster. We can only 
guess thar the designer tried to cash in on the Giant Robo craze, but it was 
difficult to make Tezuka’s design look good anyway. In volume 2, 
Magma is joined by another robot (still as ridiculous-looking as he), but 
of human size, this time. The character designs look like updated Tezuka 
characters (especially the female reporter, who really has a hyperactive 
sense of humor). The music is somewhat average, except for the closing 
credits song, which is entertaining (it comes from the live action show and 
sounds like a kind of military march). , 


When we hadrtorate this OVA, we found ourselves in a rather embarassing 
predicament. We liked volume 2 better than volume 1, so it isn'ta mere 
2 stars, but it isn’t worth a 3 stars either, Since there’s no middle ground, 
we had to make a choice: ***. DIE, Cat.# DIE-06, Dubbed, 60 min., 
$24.95. 


ORGUSS VOLUMES 3-4-5-6 
Orguss is good. It has Mikimoto designs and the story, although bizarre, 
is really imaginative. However, we just cannot understand why US 
Renditions chose to both get thar out on video AND dub it. As we 
mentioned in our last review of Orguss, we think that there is better 
material to be released before a 1983 series which, although good, 
cannot even hope to approach the quality of the more recent stuff. 
Where are City Hunter, Kimagure Orange Road, Cyber Formula or even 
the Dragonball Z movies? There are so many other things need to be seen 
before Orguss! 


Don’t misunderstand. We like like Orguss, especially the characters. The 
mecha are alien-looking (that was necessary) and original, but we just 
can't get excited about them. As for the story, it is not really moving all 
that fast. Ir seems like relationships and events have not evolved much 
beyond what they were in volumes 1 and 2. True, there has been some 
character development, but not much. Some elements in volume 6 
seem to hint that things could evolve rapidly from here, though. Now, 
Olson knows that the “differentiated idioblast” (and not the “differently 
blasted idiot”) is his old pal Kei and Athena (the green-haired Chirum 
ace) seems to really hold a grudge against Kei. 


Speaking of Kei, we can only hope that Slay’s death will help him get on 
with his relationship with Mimsy (thar is, ifshe doesn’t slap him silly fortrying 
to take advantage of this situation). 


All right, we're bitchin’, but we want to see the rest of the series, too. 
Happy? USR, Car.#USR-VD 18-19/22-23, Dubbed, 55 min. ea., $24.95. 
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CRUSHER POLICE 


DOMINION OVA 
VOLUME 2 


by Martin Ouellette 


The title of this article should have been “The Real Dominion Tank Police”, or, better 
yet, "Masamune Shirow's DominionTank Police”. Everybody who hasseen the first one 
understands what we mean by that, For those unforunates who have not seen rhe 
first OVA series bur have head the manga (published by Eclipse in its translated 
version), ler us simply say thar the first series was, design-wise, completely wrong (and 
let's not even mention the Appleseed OVA). The closest to Shirow’s true style wos Block 
Magic M-66, but the new OVA series has it beaten hands down. Beginning with the 
admosphere, it immediately reminds us of Shirow’s stories, with the big arcologies and 
thriving cities, nor unlike the first installments of Appleseed. Second, the characters are 
exactly as Shirow designed them to be, LEona’s hair is black and her eyes hazel, while 
the rest of respects the characteristics Shirow had set a few years ago for his characters. 
He did the same thing for Anna and Yuni puma and corrected their hair color 
(everybody always made them blonde while they are supposed ro change their hair 
color once in a white —they are entertainers, afterall). He also dressed them in areally 
"pumasister” way. 


In volume 2, Shirow has introduced two unbelievably pretty female characters. One 
of them is an office worker in Leona’s precinct. Somehow, although Leona does not 
seem to care for Al, she seems very annoyed when this girl talks to him. The other one 
is Leona’s former partner (from her time in the bike police), whose muerder stars the 
story of volume 2. When Lona learns of this, she goes to the Chief's office and asks to 
be the one to look for her fried’s murderer. However, for some unknown reason, the 
Chief refuses to give her the assignment. Leona, unbelievably furious, acts brashly 
(nothing new there) and resigns right then and there. The chief accepts it and Leona 
walks out... without Bonaparte. Since the puma sisters reported the murder. Leonasets 
out fo find them and, when she does, the two feline lovelies run away in stark terror. 
remembering this insanely trigger-happy little cop. When Leona corners them, they 
beg for their lives. Leona makes good use of their terror and extracts the information 
she wanted, What she does nor know is that Mr. Squad Leader Brenten tails her to 
prorect her against rhe hardened criminals she could encounter. However, as a good 
citizen arrests him for littering, he loses sight of her. 


Leona-chan is now alone as she gets into the corporation building the sisters told her 
abour, Sheis stopped by.a man who asks her what she wantshere. Leona starts asking 
him a few questions, but the man is evasive and she decides to go in. He tellsher that 
he could give hera rour of the place, if she wants. Leona answers that yes, she'd like 
that and discovers, to her absolute dismay, thar he is her friend’s murderer. While he 
prepares to dispose of her, Bonaparte, driven by Al, goes through the wall to save her 
in extremis, thanksto the puma sisters’ call ro the chief. Although saved, Leona is rather 
annoyed atthe fact that she was more or less used ro find the murderer, The Chief knew 
very well that nothing could stop her, and made use of thar. Later, she goes to her 
friend's grave to say goodbye. Ar last, Shirow’s work is animared the way it wos 
originally meant to be. Maybe Appleseed will follow... *** 


CRUSHER POLICE DOMINION © Masamune Shirow/PLEX/ Sanctuary. 


CRUSHER POLICE DOMINION, VOL. 2. 28 min., BEAL-618, CAV ¥4800. 
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PATLABOR 2 
THE MOVIE 


by Martin Ouellette 


If you had thought that the first movie was incredible, you have seen nothing yet. the second one isa 
hundred times better in all categories, be it the story, the characters, the music or the backgrounds. Its 
atmosphere makes that of AKIRA pale in comparison. This being said, however, mecha action fans and 
Patlabor newbies beware! This is not the movie for you. There are many reasons for this. First of all, 
there is no mecha action, except at the very end, and even then, we see the robots for only a few minutes 
{and in a dark tunnel, which makes matters worse). 


Secondly, the movie is based on heavy character development, and if you have not seen the first, movie, 
you may be lost. Also, the timeline follows the first movie and has absolutely nothing to do with either 
the TV series of the OVA episodes. Finally, the characters designs are special, to say the least (frightifully 
fealistic would be the right word). But these are only warnings so that you know what kind of ship you 
are boarding. A true animation fan, even if he (or she) is not a Japanese animation buff, should see this 
movie, if only because of its overwhelming overall quality. 


The story beings in 1999, when the Japanese UN Divisions suffer a severe defeat during a southeast Asia 
Conflict. This did not please some of the partisans for a strong Japan (read strong militaristic Japan), 
The timeline then jumps to 2002 (two years after the first movie). There have been changes in Section 
2's Labor Division. Asuma Shinohara has quit the police and now works for his father’s company as a 
software developer. Noah Izumi too has quit the police and, oh surprise, followed Asuma to Shinohara 
Industries (still no sign of something developing between them, though). Shinobu is nowa recognized 
police genius and gives lectures. Shinshi now has a kid and Hiromi is still as gentle as ever. Ota is now 
Labor Instructor (oh God!) and Seitaro-sensei (the mecha god of Section 2) has retired. Shige-san has 
taken his mantle and Goto... well, Goto is still Goto. 


die 


As we watched the movie, it became increasingly obvious that we had seen the “military coup" plot device 
before in the series and OVAs, but this did not stop us from watching the movie from beginning to end. 
We were truly fascinated, especially by the way it demonstrates how a city like Tokyo is vulnerable toa 
coup d’Etat. \tis realistic to the point where we were wondering if this will give some terrorists a few ideas 
‘on how to proceed to do it. 


Everything in this movie is well thought out, and we cannot tell you the plot for fear of spoiling the 
atmosphere of mystery that surrounds each event, The characters, by akemi Takada, are, as always, 
fantastically expressive, and Yutaka Izubuchi’s mecha, although rarely seen in this movie, show that he 
is still one ofthe best “robot” designers in Japanese animatino. Hajime Katoki (who also did “Gundam 
Sentinel” and worked on both Gundam 0083 and V-Gundam) designed all wheeled vehicles while Shoji 
Kawamori did the planes, The music, by Kenji Kawai, is probably one of the best movie soundtracks we 
ever heard and lends itself very well to the atmosphere. 


PATLABOR THE MOVIE 2 is a movie worth being seen by all, and we are sure that if well dubbed, it could 
be met with a certain success in North American movie theaters. But, of course, we're just hopeless 
dreamers... **** 


STAFF: Directed by Mamoru Oshii; Author: Headgear (Comics presented by Yuuki Masami); Screenplay 
by Kazunori Ito; Character Design by Akemi Takada, Yuuki Masami; Mechanical Design by Yutaka 
\zubuchi, Shoji Kawamori, Hajime Katori; Animation Director: Toshihiko Nishikubo; Chief Animator: 
Kazuchika Kise; Art Director: Hiromasa Ogura; Director of Sound Effect: Naoko Asari; Director of 
Photography: Akihiko Takahashi; Film Editor: Shuichi Kakesu; Sound Effect: Omunibus Promotion Inc; 
Music by Kenji Kawai; Image Theme Song by Mana (VAP Inc); Computer Graphics; Omnibus Japan; 
Produced by |.G. Tatsunoko, Presented by Bandai Visual Co., Ltd, Tohokushinsha Film Corp., Ing Co., 
Ltd. © 1993 Headgear/Emotion/TFC/ING/Shogakukan. 


PATLABOR 2 THE MOVIE. 115 min., BELL-642, CLV, 9,800¥. 
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Dear PA and all anime nuts everywhere, 


Wow. It sure has been a while since | picked up a 
recent issue of PA. The last one | bought was the 
issue containing the second portion of the RECORD 
OF LODOSS WAR overview. | recently purchased 
#23 and | must say that things have SURE changed. 
Namely the cover price — yikes! Since the cover of 
DRAGON BALL attracted me like a pin to a car 
magnet, | had to pickitup (anyone who's afan of DB 
or DBZ can relate). |, of course, read it cover to cover 
andthe DRAGON BALL coverage was excellent. Hats 
off guys/gals! I've never written to PA, but there have 
been time, where after watching some superb piece 
of anime, the irrepressible urge to tell someone 
about it nearly gave me a heart attack. I'd eventually 
reconsider due in part to second thoughts of becom- 
ing the butt of "in" jokes or being labeled an “anime 
geek". Ha. 


The reason | felt a compulsion to write was because 
of a letter written by Ron Hadlung which stated not 
‘to buy “pirated” tapes for the reason that they will be 
poor regardless of originating from tape or LD. 1am 
inFULLagreement with his statement. Anyone who's 
gone to a con and bought a bad multigeneration 
copy of anime for an outrageous price can most 
likely sympathize with me when | relate pirating in 
THIS manifestation. As the old adage goes “once 
you get burned (cash-wise) you don’t play with fire”. 

But just what does fall into the category of being a 
“pirate”? I've been running a club for well over 2 
years that operates on the basis of a “share” system. 

Anyone ever involved with the A.|.0./Introtech Club 
knows what I'm talking about. For those not involved 
in that club, let me briefly explain how the “share” 
method worked. The system involves donating des- 
ignated amounts, usually between five and ten dol- 
lars, for a copy of the title in the present library and 
the money would then be used to upgrade the library 
later. Since all copies of the titles originated from a 
laser disc and were recorded on high quality VHS hifi 
recorders, or SVHS, quality was outstanding. Every- 
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thing operated on a NON-PROFIT basis. All money 
generated by fans would go towards the purchase of 
new titles and maintaining functional equipment. As 
far as equipment goes, it seldom malfunctions if 
maintained properly. And since I'm on the subject of 
equipment, HDTV will be able to play your existing 
titles via incorporated technology. Compression and 
expansion... blah, blah, blah, that’s not important. 


So who's the pirate now? The sleazy con’ guy who 
pockets the $25-40 dollars he makes on bad 
multigenerational copies, or the fan who operates a 
non-profit (key words kids!) club providing high 
quality copies of a variety of titles at dirt cheap 
prices? Don't forget folks that the average import 
LDs now run anywhere from 48 to 60 dollars; and 
that’s usually just for OAV's! 


| don't think I’m infringing on profits that would 
normally be going to companies like AnimEigo or US 
Manga Corps simply because I'm not a marketing 
‘system dependent or intended to make a buck. | do 
feel, however, that clubs like mine are a better 
alternative to paying high prices for anime with 
Subtitles that detract from the anime art. Granted it 
|S necessary for comprehension. Make mine the 
original format or dubbed thanks. Strangely enough, 
the only people who have ever considered or classi- 
fied me as a “pirate” are friends that have been 
denied free copies of my DRAGON BALL Z discs. Not 
at $375 dollars for all the 8 discs I'm not! Sorry 
fellas, you know the rules. 


Soam | the good guy or the bad guy? If THIS kind of 
matter has never been a topic of discussion at PA, 
then I'd like to get some feedback from you as well 
as the readers (hint) on what they think of this kind 
of operation. Immense thanks to all the staff of PA 
for taking the time to read this and anyone interested 
in giving opinions. 


Arthur Koziol 
7707 W. Gregory St. 
Chicago, IL 60656-1642 
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Everyone who makes a copy, good or bad, to give 
for free or to sell, from any video or LD (Japanese 
or American release) IS a pirate. Making a copy 
(even for your own use) is NOT legal. It has been 
customary in the anime fandom to tolerate some 
kind of copy: club “library” (club lending copy to 
a member who generally reproduce it), buying 
group (several people split the cost of a LD and 
copies are made for each group member—your 
group could be considered in that category), and 
club spreading fan subtitled videos for free or for 
a fee covering the tape and shipping cost. All that 
is illegal but seems to be tolerated. Pirates for 
profit are not. If someone sells multiple copies 
(good or bad) just for the sake of money (and not 
just for promoting the anime genre), he should be 
‘stopped. We have our own pirates here in Mon- 
‘treal and we do what we can to discourage them. 
Nevertheless, you are a pirate. You should make 
as few copies as possible (show your LD in a club 
instead of copying them), avoid all titles that are 
available on the market, and NEVER copy a title 
released by an American company. That's the 
best we can suggest. Note that we do not encour- 
age this practice. 


Dear PA: ~~ | 
lam proud to say that! ama ROBOTECH fan and that 
lam glad to see ROBOTECH return totelevision. am 
not just a ROBOTECH fan but also an anime fan as a 
result of my contact with ROBOTECH. It it wasn't for 
ROBOTECH | would have never picked up 
BUBBLEGUM CRISIS and subsequent anime re- 
leases in the US. Ido regretto say, though, thatinthe 
‘market here in Florida, we have a major pirate who 
goes by the name Fernando, who goes from conven- 
tionto convention selling his pirated tapes as the real 
commercial product. Through my endeavours | have 


found out this individual is part of Tropical Comics 
in South Florida. But the thing that really annoys me 
‘the mostis the factthat he pirates the CPM, AnimEigo, 
USR, SP, DIE, and AD Vision stuff. He has laser 
printed covers that look identical to the US release 
except for the fact that the name of the company is 
blacked out. He even uses the Japanese covers and 
writes English subtitles on the box of a copy of a US. 
release. | have told CPM about this activity and the 
local stores in the area that purchase these tapes and 
fent them or sell them. if any one who reads this is 
from the Greater Orlando area then the stores who 
carry these pirates tapes are Adventures Into Com- 
ics, Intergalactic Comics, and Sci-Fi World. You will 
know the tape is a bootleg the moment you open the 
box because the tapes are unmarked and unlabeled. 
This is a dead giveaway that the tape is a Fernando. 
tape. | once got a chance to talk to this individual at 
a convention, but he brushed it off as just being a 
way of promoting the genre for a lesser price than 
‘the US companies. In fact, | stood around his booth 
‘that night telling people that his tapes are boot- 
legged. He was annoyed and left the convention 
early. This, however, has not stopped him from 
continuing his business in Florida because his tapes 
Continue to appear in those store mentioned above 
even in the Tampa location of Aventure Into Comics. 
| want to end pirating because | feel that this takes 
potential business away from the US companies. 


Well like | said before, | am a ROBOTECH fan and | 
head an anime club which is part of the Valancia 
Community College East Campus Asian American 
Association. We have viewing as other typical clubs 
do. Unlike the Japanese Animation Fan Club of 
Orlando from the University of Central Florida we do 
Not charge @ membership to get access to our 
library. Our counterparts charge $25 for just this 
service and the fanzine they are suppose to produce 
ona quarterly basis has only came out once over the 
past 16 months. Now these issues are supposed to 
be covered by this membership money so | feel 
ripped off because | am still member of JACO till 
April of 1994. But | am not here to bash my former 
Club either since § still have friends in this organiza- 
tion. Instead | want to invite local fans to join our 
organization and attend meetings on every other 
Tuesday at noon. Now one does not have to join to 
even contact me because | enjoy talking to fellow 
anime tans and ROBOTECH fans. | would even like to 
get mail from other Techies from all over the world. 
This cannot be to much to ask for, so keep up the 
good work at PA. 


Sincerely, 
Teddy Gorospe 
2541 Myakka Dr. 
Orlando, FL 32839 


Congratulation for fighting piracy! You are doing 
a great service to the American anime industry 
and you are setting an example. The videos sold 
here are now so inexpensive that there is no need 
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‘to buy copies (and there are more and more titles 
available so you have choice). Note that your club 
library (with or without fee) is also a kind of 
piracy. You should do more screening at your club 
and encourage people to buy commercial tape 
instead of making copies. As they sayin softwares 
business: “spread the word not the tapes”! 


Dear PA and readers, 


1am a fan of ROBOTECH and, although | never saw 
it when it was on TV originally, | am catching up on 
it with the help of videos. One of the best things that 
was a part of the series was the RPG books and 
especially the ROBOTECH ART BOOKS that were 
three in a series. The art books are now out of print 
and have been for a couple of years. Now, since the 
series is being rerun again on the Sci-Fi Network and 
a whole glut of merchandise from toys and novels 
being put out, it would be a good idea to see the art 
books out again also. These books are not just about 
the ROBOTECH series but on how the Japanese and 
Americans worked together to produce ROBOTECH 
and the sadly fated SENTINELS. It also looks in on 
Japanese animation in general. Hey, some people 
Still like the series, some people hate it, but it opened 
up a whole new world of anime to what it is today. 
The art books were also a first in introducing anime 
in a media form to the public. | contacted the 
publisher a while ago and spoke to a man by the 
name of Steve Mull and he seemed interested (...). 
They should know that now is the time to get the 
books out for old and new fans alike. Please write to 
him at: Walsworth Publishing Company, c/o Steve 
Mull, 306 N. Kansas Avenue, Marceline, MO 64658. 
Walsworth is the parent owner of Donning Publish- 
ing. 


Let's see a great part of ROBOTECH happen again. 
Sincerely, 


John Anderson 
Portland, ME 


You are right. Those were great books (particu- 
larly the first one). They should make them avail- 
able again (if it's possible). 


To Whom it May Concern, 


(...) | have noticed that you have been keeping us 
informed concerning other publications which would 
be of interest to fans of PROTOCULTURE ADDICTS. 
One publication which | could suggest to be written 
about is a magazine called MANGAJIN. Itisn't really 
a magazine that aimed at fans of anime or manga. It 
is more an educational magazine tor those who 
would like to learn more about Japanese language 
and culture. It contains a liberal amount of manga 
artwork in Japanese dialogue with literal English 
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translation and grammatically correct English trans- 
lation. They have even printed “Calvin & Hobbes” in 
English with Japanese translation. Articles contain 
information concerning Japanese culture and some 
current news. | have found this magazine to be very 
useful in understanding certain word uses and Japa- 
nese grammar. It isn't really something for people 
who are engrossed in the visual aspects of Japanese 
pop culture, but it is a good reference guide for 
people who would like to dig deeper into the mean- 
ing and proper use of Japanese language. | endorse 
MANGAJIN highly. 


| would like to express my complete appreciation to 
you, the staffof PROTOCULTURE ADDICTS, foryour 
enjoyable publication. | gained a certain amount of 
added appreciation for you guys when | saw that it 
costs you $2.10 Canadian (almost 1/2 of the cover 
price) to mail me these magazines. You have im- 
proved this magazine steadily over the years, but the 
price has been kept relatively low. | talked a little 
while with a guy at lanus the other day, and he said 
that you guys don’t make money at all with these 
publications. That takes a lot of dedication on your 
part. If there is anything that | could possibly do to 
contribute to PROTOCULTURE ADDICTS’ further 
‘success, please let me know. 


A Friend Down South in the Land o' Cotton, 


John Beam 
Gaffney, SC 


Well, we talked about MANGAJIN in its beginning, 
and once in a while after that (ie: in PA #26). We 
want to make a regular review of all the other 
magazines but we lack the time. If you want to 
contribute, you can always write reviews, small 
articles, synopses, anything would be helpful 
because we can't do everything ourselves. By the 
way, now it costs us $2.16 to ship a copy to the 
States, but it is all included in the subscription 
fee. That’s why we sometimes need to raise it, 
just to cover the higher cost. Let's say that our 
profit margin is very thin and that almost every- 
thing is reinvested in improvements. We just want 
to give you the best. 
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Item(s) Ordered: 
NAME: 
ADDRESS: 
CITY: 


Anime Shower Special 


MechaePress 
MechaePress 
MechaePress 
MechaePress 


Poster-Zine (Akira) 


Protoculture Addicts 
Protoculture Addicts 


©Q00GC000000 GBOGOO 8 2GOO 8 


Canadian residents must add GST (7%) 
For shipping add: 1.00$ ( 3.00$ overseas ) per 


#2 $3.25 US/Can 

$6.00 US/Can 
#6 $4.95 US/Can 
#7 $5.50 US/Can 
#9-11 $5.95 US/Can 
#1 $3.95 US/Can 


#1-2,4-9,12,14 ea. $10.00 US/Can 
#10-11,15 ea. $2.50 US/Can 


Protoculture Addicts #16-21 ea. $3.50 US/Can 
Protoculture Addicts #22-23, 25 $3.95 US/Can 
Protoculture Addicts #26-27 $4.95 US/Can 
Night's Edge (Cyberpunk - 96 pgs) $14.95 US/Can 
Grimm's Cybertales (Cyberpunk - 128 pgs) $16.95 US/Can 
Dark Metropolis (Cyberpunk - 128 pgs) $16.95 US/Can 
Playground (Cyberpunk - 64 pgs) $11.95 US /Can 
Remember Me? (Cyberpunk - 88 pgs) $13.95 US/Can 
Premature Burial (Cyberpunk - 80 pgs) $13.95 US/Can 
Sub-Attica (Cyberpunk - 128 pgs) $16.95 US/Can 
Jovian Chronicles (Mekton II - 112 pgs) $15.95 US/Can 
Europa Incident (Mekton II - 80 pgs) $14.95 US/Can 
Star Riders (A Funny Game! - 96 pgs) $14.95 US/Can 


TOTAL order: 


item. 


Checks or money-orders must be drawn to lanus Publications, Inc. 


IANUS PUBLICA 


TIONS 


5000, rue Iberville, #332, Montréal, Qc., Canada, H2H 2S6 


® PIONEER 


The Art of Entertainment 


_ Best picture. 
ey 


Digital sound. 


Wide Selection. 


Pioneer has the best variety of anime titles available 
on laserdisc. The exciting MOLDIVER, TENCHI MUYO, 
and GREEN LEGEND RAN series include all original 
Japanese dialog, with English dub or subtitle. These 
original video animation programs are intended for 
mature audiences, and contain adult situations 
which may not be suitable for younger viewers. 
6; choose from the original classics: SPEED RACER, 
ROBOTECH, GIANT ROBO, and AMBASADOR MAGUMA. 
All have the finest picture available in home video, 
~ plus digital sound. 


Only on laserdisc. Only from Pioneer. 


If you haven't seen it on laserdisc, 
you haven't seen it. 
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"RUBBLEGUI i 


‘ fear 


\ THE SCREEN SAVER 


Let The Knight Sabers Save Your Screen J | 
Also includes Video Jukebox with all of Hurricane Live 2032 

and additional music videos from Hurricane Live 2033. 

aa} eae for 

pa Mac & Windows 


Taking Orders Now 

Call (212) 679-4096 or write: 
Software Sculptors 

149 Madison Avenue Suite 202 
New York, NY 10016 


> sortware scuprors ©= ANIIMEIgo. 


